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From The Editorial Staff 


Hello everyone and welcome to the SMITE Official 
Magazine. If this is your first time reading, a double 
welcome to you! The SMITE Official Magazine Is a 
community project turned Official Hi-Rez product. 

All the content you see here is created by people that 
love the game and are members of the community the 
same as you. As you might have guessed, #25 means 
there are 24 other issues to browse through, and | 
invite you to do so at www.gameonmag.com/smite. 


After celebrating our second birthday last month, It’s 
back to normal with this month's packed issue! Some of 
you might remember the call for new staff a little while 
back and dang, we got some talent on our hands! 


Most of the usual suspects can be found in this 
issue: Diary of ... (Tyr this time], Against the Grain 
(Jungle Buggy, just think about it] and History of 
... [the Japanese pantheon, Susano hype!], to just 
name a few, can all be found scattered about. 


But that Is not all we have! Who Is makes its glorious 
return and does so in grand style. Raijin, Skadi, Jing 
Wei and Susano all received their due and proper 
introduction in one huge block. So if you haven't had 
the chance to truly delve into these characters, or are 
looking for some more information before you spend 
your hard earned favor on them, go skip to those! 


And I'm barely scratching the surface here. We 
have tons of eSports, Fiction, Theorycrafting and 
more piled in these pages. So sit back, relax and 
enjoy issue #25 of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 
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DIARY OF... TYR 


By Gregory “ExtremeBurial” Bishop ~~~ 


DAY 1 


tis probably a bad idea to put my thoughts 

down to tiny bits of paper, but as the 
Allfather said it could mean a lot for those will 
survive the Ragnarok. Maybe | will inspire the 
new gods, who will take our place after the world 


ends, to be more just. | certainly hope so. 


DAY 4 


Yesterday | met him: the Wolf. | met Fenrir, 
and first | thought we will clash, but in the end, we 
participated in a glorious conquest - together. It 
was strange to aid the beast who tore off my right 
hand, but as I’ve heard many times from Nemesis, 
Justice is Blind: and | believe in the same, too. We 


had to bring the enemy to justice. It was disturbing 
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to watch those claws tearing apart my enemies, and 
the foul wolf munching on our foes - | remember 
sharply when Fenrir’s mouth was wrapped around 
my arm. Sometimes | feel his fangs on my right 


hand, the memory as vivid as a painting. 


DAY 12 


In the past | never believed | could fight 
alongside Gods, who are not from Yggdrasil - but now, 
| meet more and more of them on the battlefield. 
These Immortals - some of them are a stain of dirt on 
justice's pure heart - a stain | will gladly wash off with 
blood. | despise some of them deeply, because they're 
corrupt: there is the Dragon of the Eastern Seas, who 
tortured his subject; the Demon King of Lanka; or, for 
instance, Loki, the Trickster. But | was really surprised 


when | found out that two of my foes who | thought 
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were beyond redemption, are the most 

pure - Thanatos and Hades, from Hellas. 
| met Hades near Yggdrasil - we 

defended it against an assault by the 

forces of chaos, and he was surprisingly 

cultured. Of course, he is still the 

god of the underworld - but he did 

nothing, but his duty. He brought many 

to his realm at that day, only because 

it was his duty to do so, and | can 

respect that. Justice was served. 
Thanatos was something else. 

If Justice is blind, Death is blind too 

- and now, it meant something for 

us, for the immortals as well. And 

Thanatos was swift - hovering above 

us, scouring the area where we fought 

with his eyes, only to drop down 

from nowhere and end someone - | 

personally saw him destroying our 

enemies, Zeus, the almighty, and a 

foul entity named Cabrakan from the 

far east, who could move mountains, 

but could not escape Justice. 

Of course, some of my new allies 
and foes are just and fair - Artemis, | can 
respect. Athena, | can respect. | even 
begun to admire Kali - she was born to do 
one thing, and she does it with her best 
effort. Some of them are not yet ready 
to cope with the true nature of our war - 
one of the new gods, Jing Wei is yet to be 
an adult - and she'll likely never be one, 
considering the fact that we gods do not 
age. But | can respect her too, regardless 
of her age - she swore an oath, an oath 


she is still trying to complete today. 
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DAY 18 


Some of my comrades feel sorry for the 
minions that die in our conquest, but | do not. They 
die because of a just cause, and there Is no better 
death than an honorable one. | know, | am truly 
destined to die in the Ragnarok - though | haven't 
seen Garmr on the field yet.When my time comes, I'll 
gladly march alongside the minions, with my blade in 
hand, to face the end times. Maybe they are already 
here, and | am waging my final battles now; standing 
alone on the hard lane of the battlefield, while my 


comrades fight with courage elsewhere 
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DAY 25 


Last time | faced a god from the eastern land 
of China: his name was Xing Tian, The Relentless. | 
met him the second time now, and as | remember, 
he was stronger before; for some reason, he didn't 
seem to cope with my strikes as well as he did 
last time. | heard that a mighty blow struck him on 
another battlefield - he was hit by a weapon named 
“The Nerfhammer”. | do not know many things 
about that weapon, or who is the one wielding it, but 
if it is strong enough to weaken one of my greatest 
rivals, | should be wary of it. We all should be wary 
of it. | wonder if “The Nerfhammer” will ever strike 
me, but | hope that it will not - not only for my own 
sake, but for the sake of my comrades. Justice Is 
always a nice weapon to have, and, as Justice itself, 


| am a worthy adversary, and a powerful ally. 


DAY 31 


| swear | saw a flash of lightning in 

the sky yesterday, and instead of the loud 
noise of thunder, even louder laughter 
followed it. One of my comrades, a very 
strange god from a very strange and distant land, 
Xbalanque said that it was Raijin, a god of Thunder, 
banging his drums and laughing in the sky. | must 
admit, he seemed really quick and agile, and if | 
meet him on the battlefield one day, I'll be glad to 
test my strength against him. There is another 
reason... | never liked the drum. | prefer the lute 
and the soothing sound of the flutes instead... 
and the clanking of steel upon steel. No drum 
will ever make a better rhythm than Justice 


swiftly appearing with a blade in his hand. 


By Gregory “ExtremeBurial” Bishop 
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AGAINST THE GRAIN: 
JUNGLE BUGGY 


ith the current meta in Season Three 
Wiovvire to settle in it’s time to assess 
one of the most discussed roles, the Jungler. The 
Jungler role has become somewhat stagnant this 
season according to many players, but there are many 
exciting changes coming to us in patch 3.8. Let us take 
a departure from the normal course of action and take 
a look at what the current meta provides Junglers 
that could bring a nontraditional pick into the scene. 
The pace of the early-game has changed and 
with it, we have seen a great deal of hand holding 
between Mid Lane and the Jungle. This means that 
camps and wave are being split for the majority of 
the early to mid-game. What does this mean for the 
cast of junglers? It means gods with slightly weaker 
clear are surviving the early game and making to 
late game with a bit more ease. With all the hard 


carries and squishy burst mages coming into the 


mid lane this season how can a poor Jungler keep 


Conn 
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them alive so they can carry them into the late- 
game? Many junglers like Thor, Hun Batz, and Serget 
are prioritized for the strength of their control, but 
they suffer from the same things their mid lane 
counterparts do which is a lack of sustain and low 
defenses. Gods with high survivability like Tyr and 
Herc suffer from high mana cost and the predictability 
of their kits present difficult kills in the early game 
and their potency isn't seen until later into the game 
when they can really catch an opponent unaware. 
With these factors considered | bring you Jungle 
Khepri, a god who has typically been passed over 
for roles other than support after the nerf to his 
lane clear and minion healing. Khepri has one of 
the better early game passives for supporting those 
squishy Mages, a shield that continues to proc onto 
yourself and allies as you maintain a presence 
near them. This means you aren't losing precious 
health to camps and you are putting a little meat 
on those Mid Laner’s bones to get them through 
the early poke phase. There is truly no weak point 
to this passive, it is effective throughout every point 
in the game. The more allies you have around you 
the more effective it becomes making it one of the 
strongest passives for teamfighting in the game. 
Khepri's lane clear is extremely strong when 
paired with just about any other god. He also excels at 
shutting down the wave clear of enemies by providing 
protections to his own minions via his second ability 
Rising Dawn. Rising Dawn is on one of the most 
stacked abilities in the game. It provides strong 
damage to camps and waves, while lowering their 
physical protections as well as offering resistance 
to his own wave and his allies. Yet another versatile 
strength as he can use this offensively or defensively. 
His first and third abilities provide safe attempts 
for kill setup, and early into the game offers a 


substantial amount of damage. His shield gives 
The Official SMITE Magazine Issue #25 
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him a bit of a safety net to poke or attempt early 
kills. Should the kill fail his durability and passive 
shield generally give him an easy out. Through 

my experimentation with Jungle Khepri, | have 
generally found that early aggression awards me a 
first blood or forces out an enemy Purification very 
early on in the match. At level three Khepri can lock 
an enemy into place for 2.8 seconds by combining 
the root and the grab. This is also one of the safest 
initiations as missing the root doesn’t place you out 
of position and means you don't have to waste the 
pluck and can save it for the next try or even as an 
escape. Landing it all but guarantees the grab as 
the enemy is stuck in place for 1.3 seconds giving 
you plenty of time to aim the follow-up ability. The 
three seconds of hard crowd control means that 
even Mid Laners with the slowest of reactions have 
a chance to confirm some damage onto your prey. 


As soon as Khepri hits level 5 he gains yet 
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another potent tool for protecting that death 
averse Mid Laner, Scarab’s Blessing. Level 5 is 
that fateful moment where mid lane gods start 
dancing on their toes waiting for every global 
Ultimate to hit them as they contest those risky 
mid camps. Khepri’s Ultimate denies those 
early kills and puts his team at an advantage by 
wasting enemy Ultimates at the same time. 

Now that we've discussed all of Khepri’s 
strengths in the season 3 Jungle let us go over 
builds. Due to the low magical scaling and high base 
damage his build has quite a bit of freedom. Bumba's 
Mask is a must to start with, providing more farm 
for you and your team as well as giving you the MP5 
and health regen to keep you on the playing field. 
Combine this regen with his passive shield and you 
should be able to keep his health topped off for a 
long time. Normally playing Khepri in the Support 


role puts you at a gold and experience disadvantage, 
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but the jungle allows him not only to scale those 
abilities more effectively for teamfights but the 
gold to get his build online earlier too. Cooldown 
scales great with every one of his abilities allowing 
for constant gank attempts, peel and denying 
your friends their chance to die a good death. 

| prefer to build Shoes of Focus, Breastplate of 
Valor, Spirit Robe, Bulwark of Hope (Or Pestilence], 
Midgardian Mail, and | always leave one slot open for 
a contextual item. Hide of the Urchin, Winged Blade, 
Which Blade and Hide of the Nemean Lion come to 
mind when defense is needed. Gem of Isolation has 
a fairly good synergy with Khepri’s kit as three of his 
abilities will proc it, and Rising Dawn will continue to 
proc the slow for its entire duration. Go on, try missing 
that root with an enemy slowed by Gem’s passive. 

| max Khepri's first ability Abduct first for 
stronger Jungle clear and more damage and control 
during ganks. Each level bolsters Abduct’s damage 
and lengthens the duration on the grab.| then max out 


his Ultimate for the larger health return on revives. 
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Next, prioritize his second ability Rising Dawn for 
higher damage reduction and lastly Solar Flare. 
Khepri isn’t right for every situation, do keep 
in mind his strengths and when to pick him. He 
provides a great deal of protection as well as opening 
other opportunities on your team’s roster. It frees 
up your Support to play gods with more aggression 
and higher clear like Guan Yu and Fenrir to win 
the duo lane while ensuring your team still has 
the hard peel it needs in late game team fights. 
He provides safety for gods with less self-peel in 
the Mid Lane such as Zeus and Raijin and can help 
Speed up wave clear against gods like Isis and 
Janus. His hard CC is excellent at securing kills on 
to less mobile picks like Anubis and Kukulkan. 
His solo camp clear and kill potential aren't as 
strong as carries like Kali and Ao Kuang, so make 
sure you are buddying up with an ally to see his true 


potency. Now go forth and hug thine enemies! 


By Zakery Warren 
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JOUST META 


By Gregory “ExtremeBurial” Bishop ~~~ 


n Season 3, the Joust map received a complete experiences in my favourite game mode, | will try 


rework which made the game mode a little to give a basic description of the current Joust 
bit different than it was in S2. In accordance with meta. Because of the aforementioned fact, that 
the changes to the map layout, the meta has also the article is partly based on my experience, some 
changed a bit. With the help of the Smite Reddit things may differ from other people’s opinion. 
(I want to thank all the ladies and gentlemen | had no problems with the previous Joust 
who helped me gather data), and my personal map, | enjoyed playing on it, however, the new map 


— presents a far more enjoyable and faster gameplay, 
with a wide range of ganking opportunities. The 
biggest change to the map Is the emergence of 

the Bull Demon King - a “budget fire giant” that 
disables enemy towers when killed while giving a 
small buff to your team. This enables teams to stop 
the enemy from hugging the phoenix, which was 

a major problem in previous seasons with Joust. | 
remember a number of games where my team has 
completely dominated the other team for 20 minutes, 


but we lost, because they hugged the phoenix and 


soaked up the XP of the minion waves dying to their 


nnn 
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last bastion of hope. Warding the map became more 
important than ever, thanks to the small corridor in 


front of the Bull Demon King, which gives players a 


lot of opportunities to gank the lane. My suggestion is 


to ward the choke points at the start of the corridor, 
when coming from the direction of the mana buffs. 
In Season 2, the basic best composition of a 3v3 
team was: 1 hunter, 1 mage, 1 guardian, however, 
things changed a bit with the nerf on Purification and 
tanky items in general. Nowadays it is very viable 
to bring a warrior or even an assassin instead of 
a guardian, because the outcome of the matches 
often depends on who has more CC or damage. 
For example, | won a couple of matches with the 
aforementioned composition, by picking Kali or 
Fenrir. However, it should be noted that according 
to Erydale, an experienced Jouster who | met on 
Reddit (my special thanks to him), Kali would be the 
best choice as a third god to play if not selecting a 
tank, because other assassins tend to struggle if 
not supported by a strong team composition. Let us 
look at the gods who excel in the Joust map now. 


Whenever | play ranked with my team, our 
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first insta-ban Is either Ares or Bacchus, or any 
aggressive guardian. These gods, and a handful of 
other guardians like Ymir, Athena and Khumbakarna 
could be even better in Joust than in Conquest, 
especially if they can get their early game ganks 
right. However, if we look at tanky characters, 


the undisputed King of the Hill in Joust is Odin. 
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Even if built only for defense, Odin’s kit presents 
nearly unlimited ganking opportunities, as well 
as his ultimate which becomes a decisive tool 
in the game because of the narrow layout of the 
joust mat. Odin is an absolute beast in 3v3, and 
should be banned if your team can't pick it first. 
Another great pick to your team should be 
Tyr because of the high CC, or Bellona because of 
her kit and relatively low cooldowns. Warriors can 
deny an enemy hunter late-game pretty effectively 
in Joust. Vamana Is also a viable pick in Joust, 
because of his tankiness. | would not recommend 
using Ravana or Amaterasu, because they are 
more effective as damage-dealers than as tanks. 
If we are talking about Hunters, let’s have a 
look on which ones are good in 3v3. When playing 
ranked Joust there is a Hou Yi pick in most of the 
matches, and indeed, Hou Yi is a great pick in this 
game mode. Not only because he is a good boxer, but 
because of his kit and the layout of the map: a skillful 
player can take advantage of Ricochet pretty easily. 
Another good Hunter pick here would be Neith. The 
truth is that there are no bad Hunter picks in Joust, 
every one of them could be utilised here, even the 
ones without an escape like Skadi and Artemis. 
Most of the mages are also pretty good In this 
game mode, however, some of them stand above the 


two: Nox, Zeus, He Bo and Scylla. Nox and He Bo 
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are viable here because of their high damage and 
disables, while Scylla and Zeus are viable because of 
their large AoE damage. | would recommend avoiding 
mages like Freya, Ao Kuang, Hel and Aphrodite, 
however, because they can be absolutely destroyed by 
a good team composition, they lack a decent minion 
clear ability, and pushing lane minions under the 
enemy towers Is a key element of winning in Joust. 
Well, we looked at some of the gods who are 
great in Joust; | will now mention some who are not 
so good! As I've stated before, all assassins except 
Kali struggle on the Joust map if not backed by a 
good team, so If you consider picking Loki or Ne Zha, 
forget about it. 3v3 matches are mostly won through 
decisive teamfights, and most assassins are not 
good in those. For example, Loki is one of the worst 
gods if it comes to teamfights, and since there is no 
large map to run around and gank, he can become 


pretty useless. Another pick | would recommend 
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avoiding is Zhong Kui, who might be an awesome 
tanky mage, but if the enemy has at least two gods 
with a hard CC ability he can’t get close enough to 
fire his abilities and will be shut down - the same 
applies to Freya. | would also avoid picking Kukulkan 
- he is really great at farming thanks to Whirlwind 
of course, but his ult is really hard to fire on the 
Joust map, and once he gets ganked, he is done for, 
no matter where his other two teammates are. 
Well, that was my Joust 101, | hope you became 
a bit enlightened about my favourite game mode 
and its meta. | might be not the best Jouster in 
the world [in reality, I’m really really far from it, 
like lightyears away] but | sure enjoy playing 3v3, 
and if you are looking to blow off some steam after 
a lengthy Conquest match, queue up for some 


good old Jousting - it'll cheer you up, | promise. 


By Gregory “ExtremeBurial” Bishop 
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By Stephen Boyd ~~~ 


ne of the aspects of Smite which makes 

O it so appealing to many different players 
is the variety of game modes it has to offer. While 
the selling point of the game is the Conquest 
mode, which follows the traditional three-lane 
game mode that most other MOBAs offer, the 
other modes serve as a “break from classic 
Smite” by taking the same gameplay mechanics 
and putting a unique twist on them. These 
unique twists, however, actually can drastically 
change the way the game Is played by providing 
different objectives, different level progression 
dynamics, and different player interactions. 

For example, consider the Arena game mode. 
Arena provides the player with eight gold per second 
and a marginally significant amount of experience 
over time, while the gold and experience gained 


from killing a minion wave Is substantially less 


than most other game modes because the gold 
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and experienced is more often than naught split 
between four or five people. Additionally, the game 
mode does not have an objective that needs to be 
killed to obtain a victory, but rather has a declining 
“ticket system” that requires players to reduce an 
enemy's ticket count through either player kills, 
wave clearing, or wave pushing. The Arena map Is 
also much smaller in comparison, which means 
that backing to your fountain and returning to the 
fight on foot is less punishing than it would be for 
other game modes. Compare this to traditional 
Conquest, where players receive only three gold and 
no experience per second, and require consistent 
farm that cannot be split between any more than 
two or three players for maximum efficiency to 
obtain both levels and items. Furthermore, Conquest 
games put more of an emphasis on the importance 
of objective-based teamplay, as opposed to solely 
putting emphasis on coordinated teamfights. There 
are more objectives to be secured on the map, and 
when a player is forced to go back to base during 

a teamfight, it is generally a detriment to their 
team because the teamfight will likely end before 
the player can return, which puts the rest of their 


team down a player and limits securing potential. 
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The results of these changes make Arena a 
completely different game mode, with different 
objectives and different ways to go about completing 
these objectives which are regarded as “most 
efficient.” Ultimately, Arena is a game mode where 
getting player kills and assists is exponentially 
more valuable than dealing player damage without 
being able to kill anyone because securing kills 


reduces your opponents tickets. Dying is more 


detrimental than returning to base because not 
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only does it reduce your team’s tickets, but it 
takes significantly less time to step away from 

a teamfight than it is to wait to respawn. Finally, 
clearing the minion wave, while beneficial to your 
team due to ticket reductions, is an incredibly 
inefficient way to obtain gold and experience. 

Many players do not understand the significance 
of these differences, however, and play Arena as if 
they were playing Conquest, assuming they have a 
lot of experience in Conquest prior to playing Arena 
matches. This is evident through the players’ builds 
and playstyles. While this is not each player’s fault, 
per se, as the builds and guides found on websites 
such as TierMonster, SmiteFire, or SmiteJunkies 
are created with Conquest in mind, this lack of 
critical thinking regarding the dynamics of the 
Arena game mode Is actually putting players behind 
in a drastic way. In order to effectively play Arena 
as a legitimate game mode as opposed to it being 
nothing more than a “break from Conquest,” 
players ought to adapt to a build and playstyle 


that is based on a critical analysis of Arena. 
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Because Arena is a game mode that focuses on 


dying as little as possible, pushing minions waves 
into a portal, and getting at least enough kills to 
give yourself an advantage in tickets, an idealized 
Arena build will focus on high survivability in the 
early-game, moderate damage output and moderate 
sustain or moderate supportive functioning in the 
mid-game, and significantly higher damage output 
or significantly higher supportive functioning in the 
late-game. In addition to these factors, an ideal 
Arena build will focus on buying cheap items as 
early as possible to give you an advantage over 
your opponents, as most gold and experience 
advantages are negligible due to the high gold and 
experience spooling in the game mode, meaning 
that the most effective advantage you will have over 
your opponent comes from completed items. 

High survivability in a build is, simply put, any 
condition or status effect that is accounted for by 
different items and relics which reduces the risk of 
losing all of your health points at any given moment 


in time. While there are additional factors outside of 
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item builds that add to a player's survivability, such 


as the appropriate use of their god’s skills or their 


teammates’ builds, for the purpose of starting your 


| 

| 
own personal Arena build, the four status effects or | 
conditions that will add to early-game survivability | 
are movement speed, health points, physical/ | 
magical defense, and what | like to call “conditional | 
accountability.” Conditional accountability is the | 
situational variable in which an additional effect of | 
an item either negates or directly counters the buffs | 
that enemies apply to themselves or the debuffs | 
that they apply to you. The three primary examples | 
of items that do this are Winged Blade, which | 
removes any slowing debuffs from yourself, Magi’s | 
Blessing, which negates any hard crowd control | 
effects that are applied to you and then counters | 
any hard crowd control effects that may be applied | 
to you over the next second, and Mantle of Discord, | 
which counters any hard crowd control effects that | 
may be applied to you over the next second and | 
applies a one second stun to all enemies within 
20m for one second. However, because a major | 
point of an idealized build is to get as many items | 
online as quickly as possible, Mantle | 
of Discord and Magi's Blessing | 
should be considered mid-game | 
or late-game purchases due to | 
their high gold cost. Therefore, to | 
make the most of your build, your | 
first item should consist of Ninja | 
Tabi, Shoes of Focus, or Reinforced | 
Greaves because they can be | 
purchased in full at the start of the | 
game, which gives you a significant | 
movement speed advantage over | 
your opponent early on. From | 
there, items worth considering in | 
accordance with the four conditions l 
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mentioned above include Winged Blade for the 
movement speed, health points, and conditional 
accountability, and Hide of the Urchin for the efficient 
physical/magical protections and health points. 

In the mid-game, depending on your role 
and class, your build will differ significantly. In 
short, warriors and guardians will want to focus 
on keeping the team alive, and only on setting up 
kills when the rest of your team has a significant 
advantage over your opponents, so status effects 
worth considering are auras, health points, physical/ 
magical protections, and cooldown reduction for 
more consistent use of abilities. Items that fall into 
this category, which are also easy to pick up due to 
their relatively low gold cost, include Sovereignty, 
Heartward Amulet, Breastplate of Valor, and in some 
cases, Lotus Crown. Mages, hunters, and assassins 
want to start focusing on sustaining themselves so 
they do not have to constantly be returning to their 
fountain and reducing their teamfight potential, as 
well as increasing their damage output to not only 
clear the enemy minion wave faster, but to also 
poke out their opponents so that they either need 
to make the choice of risking death to protect their 
minion wave while killing yours, or returning to 
base while letting your minion wave pass through. 
Status effects that fulfill these conditions are 


physical/magic power, physical/magical penetration, 


nnn 
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cooldown reduction for mages, and attack speed 


and lifesteal for hunters. The most cost efficient 
items for these status effects include Dynasty Plate 
Helm, Chronos’s Pendant, Obsidian Shard, Spear of 
the Magus, and Divine Ruin for mages; Devourer's 
Gauntlets, Titan’s Bane, and Masamune for hunter 
and assassins; and Soul Eater for some hunters. 

For the late-game, since you already have an 
item advantage over your opponent, now you are able 


to afford the big luxury items which cost the most 
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but provide the most utility for your purposes. For 
warriors and guardians, the primary items to look 
towards buying are Mantle of Discord, Midgardian 
Mail, Bulwark of Hope, Genji’s Guard, Spirit Robe, 
Jotunn’s Wrath, or in some cases, Gem of Isolation. 
For mages, hunters, and assassins, the items of 
interest are mainly Rod of Tahuti, Spear of Desolation, 
Gem of Isolation, Qin’s Sais, Malice, Deathbringer, 
or Jotunn’s Wrath. In conjunction with the effects 
from your other items, you should expect to see 
your damage dealers kill more often and die less 
often, depending on your role in the match. 

Like all builds, the items you build are subject 
to change depending on the situation. But the key 
takeaway points are early survivability, mid-game 
and late-game sustain and damage, and cost 
effectiveness to abuse the gold and experience 


spooling rates in this particular game mode. 


By Stephen Boyd 
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LET’S BUILD: POSEIDON 


By Caley “KrazyCaley” Anderson ~~~ 


n Let’s Build, we'll examine a god, and give 
| an overview of what common items and 

builds for that god are, and the reasoning behind 

them. We start this week with Poseidon. 

Poseidon is a classic burst Mage with 
considerable upside. In addition to his big AoE (area 
of effect] damage, he’s got very strong CC fora 
Mage; Tidal Surge and particularly Whirlpool provide 
some fairly aggravating soft CC, and the Kraken, of 
course, IS a very nasty popup when hit dead center. 
Furthermore, Trident gives him great cross-map 
mobility as well as some of the best boxing potential 
for any Mage, putting him behind only Freya, Chronos, 
and Sol. To summarize: Poseidon’s strengths are 
very high burst damage, good soft area CC, and good 
long term DPS potential post-burst using Trident. His 
weaknesses are his lack of an escape ability, and the 
necessity of concentrating his burst very narrowly 


in time, as his primary combination to guarantee 
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damage involves using Whirlpool to guarantee a 
Kraken, which in turn rapidly guarantees a Tidal 
Surge. This very short period in which the damage 
is being dealt which renders his kit very vulnerable 
to the use of the Sanctuary Relic and strips him 
of most, but not all, his damage once his kit has 
been cast, a common problem for burst mages. 
With that in mind, let’s take a look at some 
(non-starter, non-relic) items or item groupings 


that work particularly well with Poseidon. 


1- GEM OF ISOLATION 


Always a popular item on Poseidon, the Iso 
Gem provides fairly strong utility in the form of its 
25% slow, which stacks with the suction effect of 
Whirlpool to make it truly annoying to escape. It also 
provides a bit of mana and a significant chunk of 


health, improving Poseidon’s survivability and sustain, 
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although by the time you're likely to complete an Iso 


Gem, mana sustain is likely no longer a worry for you. 


The primary problem with building the Gem 
is that it is not the best burst item. To be sure, 70 
magical power is fairly good, but for 2850 gold, 
that’s not much, and the Gem is outperformed 
by many items, even at lesser costs, in terms of 
pure burst. Book of Thoth provides significantly 
more power at zero stacks at 200 less gold, for 
instance, and many players prefer to take other, 
cheaper utility damage items for Poseidon, such 
as Polynomicon for the lifesteal and an even 
harsher Trident (Polynomicon also outperforms 
Gem of Iso on pure burst), Warlock’s Sash for more 
health {and more power when fully stacked]. 

Still, any player who's faced a Gem of Isolation 
Poseidon knows that an Isolation-powered 
whirlpool is incredibly frustrating and difficult to 
escape without eating a nasty amount of damage, 
and it makes the Kraken, already a rather easy- 


to-hit ultimate, even more guaranteeable. 


2- “THE MAGE STANDARD” 


Items which are good on burst mages generally 
should do fine on Poseidon. This means such staples 
as Shoes of the Magi, Book of Thoth, Chronos’ 
Pendant, Rod of Tahuti, and Spear of Desolation 
will all very much be at home in a Poseidon build. 
Chronos’ Pendant is a particularly good choice; 
Poseidon has some fairly long cooldowns, so you 
get quite a few seconds worth of cooldown savings 
by investing in cooldown reduction. With Sanctuary 
being no longer quite so powerful as it once was, It’s 
more forcefully true than ever that the more often 


Poseidon can drop Krakens, the stronger he will be. 


3- PENETRATION 


Prior to recent changes to Spear of the Magus, 
Poseidon was about as strongly on the Spear side of 
the Spear vs. Shard division as any Mage this side of 


Anubis. Now it’s not quite so clear-cut, but Poseidon 


certainly still prefers Spear of the Magus to Obsidian 
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Shard in the vast majority of cases; Whirlpool does a 
tolerably good job fully stacking the spear, managing 
it in a moderately-long 1.5 seconds by itself. 
Combined with a late-game Spear of Desolation, 
which provides a nice additional flat pen bonus, Spear 
of the Magus does a fine job with penetration unless 
Poseidon needs to knock down towers and phoenixes 
quickly, as in Joust, or unless he’s constantly facing 
targets with very high magical defense, in which 


case Obsidian Shard becomes the better choice. 


4~- HEALTH AND DEFENSE 


Warlock’s Sash goes rather well on Poseidon, 
as it gives a very nice chunk of magical power along 


with its massive HP bonus, and can work very well 


with a protections item or with Gem of Isolation. 


Though | personally prefer Poseidon to deal damage 
rather than to sustain it, builds focused on a good 
combination of survivability AND damage through 
the use of, for instance, Warlock’s Sash, Gem of 


| Isolation, and Ethereal Staff are not unheard of. 
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This makes Poseidon tough to kill, certainly, but 
it also makes it difficult for him to guarantee 
kills on any but the squishiest of targets. Still, 
a health item here or there doesn't go amiss. 

In terms of protections, Poseidon prefers 
to get away without building any, as with most 
burst mages, since being forced into protections 
(in Conquest, anyway) usually means the team 
is behind. In such games, though, or in non- 
Conquest game modes, protections can be 
very helpful. On the physical side, Dynasty 
Plate Helm is an underrated item that provides 
some additional pen kick. Celestial Legion 
Helm, though also underrated, Is very niche 
and uSually outperformed by other items. As 
usual, Breastplate of Valor is often the best 
choice, as it provides a huge amount of physical 
protections while boosting CDR, a familiarly 
excellent combination for a Mage. On the magical 
side, Void Stone and Bulwark of Hope are good 
choices, but unless jousting or up against a 
very strange team composition, you usually 
won't be getting good value out of building 


magical defense even if very far behind. 
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5 - NICHE PICKS 


It is possible to build a very painful autoattack 
Poseidon through the use of Polynomicon and 
Demonic Grip. True believers may elect to 
include Fatalis, and the insanely devoted may 
even add on Telkhines’ Ring, but this is certainly 
very cheesy territory, though it does keep 
Poseidon cranking out more consistent damage 
over longer periods in the very long run. 

Lifesteal, if it is desired, is usually best 
obtained via Polynomicon due to its extremely 


good synergy with Trident. Bancroft’s Talon is 


y 
i 
T 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 


28) The Official SMITE Magazine Issue #25 


N 
N 
WANT HANAT , | Q | IC | F SSS SSS 


always an option, of course, due to its immense 
power boost, but the benefit of Poly-powered 
Trident blasts is a hard one to pass up. 
Soul Reaver can be a very interesting choice 
on Poseidon, but it’s usually gratuitous - Poseidon 
doesn't really need Soul Reaver to burst down 
targets, even tanky targets [and Soul Reaver is a 
very expensive luxury]. As always, Soul Reaver 
should be considered stronger when built alongside 
Book of Thoth, as its 300 mana is very powerful fuel 
for the Book of Thoth mana-to-power Passive. 
Doom Orb is possible if you outclass your 


competition, but it’s usually a poor choice on 
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Poseidon, who can be very easily focused in a fight, 
as he lacks any getaway skill other than the speed 
on Trident, which, though excellent for macro-level 
mobility, is a poor way to get out of a sticky situation. 
Though his damaging abilities can all be used to 
gain distance on a pursuer, Doom Orb is normally 


reserved for gods with a bit more reliable survivability. 


That’s Poseidon for you! In most situations you'll 
want most, if not all, of the mage-standard items on 
him (Pen Shoes, certainly Chronos’ Pendant, Rod of 


Tahuti, Spear of Desolation, Book of Thoth) as well 


as a further pen item (usually Spear of the Magus); 
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the interesting thing is what to do if you decide 

to include a utility item, where Gem of Isolation, 
Polynomicon, Warlock’s Sash, or even an autoattack 
item can shine. | personally prefer to use the mage- 
standard set minus Book of Thoth, plus Spear of 

the Magus and Gem of Isolation, as | really love 

the additional utility on Whirlpool Poseidon brings 
to a teamfight when armed with the Gem. A lot is 
possible on this very flexible god, however, so try 


your own experiments and see what you like best. 


By Caley “KrazyCaley” Anderson 
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PATCH 3.8 - THE PERFECT 
JUNGLE? 


N ew with the 3.8 patch introducing 


Susano-o are a number of changes to the 


By Caley “KrazyCaley” Anderson ~~~ 


layout of the Conquest jungle which should have 
an immediate impact on play at all levels. Some 
of the more common complaints heard about 
the Conquest metagame right now are that solo 
laners are too strong, supports are too weak, and 
junglers are too static in the early game, being 
essentially tied to midlane until well into the game. 
The recent jungle changes are aimed, in part, at 
all of these problems. Let's take it line by line. 

1. Solo boars removed, camp now contains 
mana buff. Old mana camp now contains the 


movement speed buff (the “yellow buff”), 


which makes its return to Conquest. 
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This change is aimed right at junglers. Part of 
the reason junglers were finding it necessary to leech 
farm off of the midlane for so long was that jungling 
in the early game, without the speed buff, and without 
boots for the first few minutes, had simply become 
incredibly inefficient, not to speak of the time It took to 
execute ganks. With the speed buff returning, junglers 
should now be able to return to getting their early 
farm from the jungle itself without having to sit with 
the midlaner. This will improve the early farm of both 
the jungler and the midlaner, who will no longer have 
to share experience and gold from midlane creeps, 
and hopefully equalize them a bit with the solo laner. 

Interestingly, the solo laner will get access to 
nearly double the experience and gold from the jungle 
camp adjacent to their lane. Formerly holding a dire 
boar worth 29 gold and 83 experience, respawning 
every 110 seconds [for about 0.25 gold and 0.75 
experience per second], that camp now holds the 
mana camp, which is worth a total of 100 gold and 


210 exp, respawning every 180 seconds [for about 
The Official SMITE Magazine Issue #25 
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2. Back harpies have been relocated to their 
Season 2 position. Back Harpies now respawn 
every 80, rather than every 110 seconds. 

This change, of course, affects the normal meta 
start to games, as they can no longer be immediately 
split along with their nearby colored buff. More 
importantly, perhaps, It is now much more difficult 
for gods in lane to rotate back to take back harpies 
in between waves, and is a further encouragement, 
therefore, for the jungle camps to be taken by the 
jungler rather than the gods in lane. It follows that 
it’s also less important for midlaners to have ultra- 
fast clear as opposed to merely safe clear, as they 
no longer have to speedily return back between 


waves to grab back harpies. The more frequent 


respawn time also makes it easier for the jungler to 


0.56 gold and 1.17 experience per second]. Still, reliably farm without relying on lane minions at all. 
given the relative improvement to the jungler and 3. Boar XP increased from 83 to 105, 

midlaner, plus the likelihood that the jungler will Boar gold increased from 29 to 50. Boar 

often be around to solo the mana buff, or at least respawn timer increased from 110 to 180. 

share It with the solo laner, this change should be a The solo laner no longer has a boar, so this 
relative strengthening of the midlaner and jungler. change exclusively affects the duo lane and the 
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jungler. As there are two boars in the duo camp, 
this camp is now worth 44 more experience and 21 
more gold, but on a longer cooldown, which nets 
somewhat less experience over time, and very slightly 
more gold over time. (Formerly 1.51 experience 
and 0.53 gold per second; now 1.16 experience and 
0.55 gold per second). With the camp available 
more rarely, duo lane shouldn't have to worry as 
much about rotating back to take the camp, nerfing 
the importance of ultra-fast clear as opposed to 
merely safe clear in the duo lane, a similar effect 
on the duo lane that making back harpies less 
accessible should have on the mid lane. It should be 
noted that this change will also give the duo lanea 
bigger burst of XP and gold at the start of the game, 
making everyone level up a bit faster in the lane. 

4. Fire elemental XP increased from 30 
to 45, Fire Elemental gold increased from 
15 to 30; Fire Elementals now In a unified 
camp rather than scattered throughout 


the Fire Giant pit. The Fire Elementals are 
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unavailable once the Fire Giant spawns. 


Though the solo laner can still try to take the 
little imps, they will presumably become the province 
of the jungler, who will thereby get more farm 
from the jungle from the increased XP/gold and 
the increased easiness of taking the camp without 
having to round up all the scattered elementals, at 


least in the early game before Fire Giant spawns. 


Overall, the changes should be a good way to 
make the non-solo roles, especially the jungler, 
much stronger over time, but the more interesting 
changes will be the indirect effect on a - meta starts, 
and b - what gods are considered strong in mid and 
duo lanes, given the reduced importance of needing 
to rotate back for camps between waves. We'll see 


how the meta shakes out in the wake of this patch. 


By Jacob Crawford 
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THE UNDERWORLD 
DAWNS 


he goddess of the hunt was forced to admit 
Tie she had lost her quarry. Six days she 
had pursued her twin brother, each morning a new 
trap carefully constructed and concealed beneath 
the soggy leaves and twigs of the forest floor. By the 
seventh morning she was ready to try something new. 
She stepped back to appraise her work. The 
trap was laid boldly just outside the forest’s edge, In 
the wide and open light Apollo favored. The thread 
woven by Arachne herself—visible only faintly from 
just the right angle. Now she had only to wait. 
Artemis crept into the shadow of an ancient, 
gnarled oak and dragged her fingers across the 
spot where fire and blade had scored its trunk. 
Her woodlands were suffering. The deer trails 
lay trampled, the fox and rabbit burrows crushed 
by marching armies. Not even the birds sang. 
It was midday already. Where was Apollo? 
Tusky snorted suddenly, rising to his feet and 
stomping his hooves. Artemis leapt up and snatched 
a silver arrow from her quiver, nocking it in all of 
a heartbeat. She narrowed her eyes and crept out 
of the oak’s shade, leaning around its trunk with 
her bowstring drawn taut. For a tense moment she 
saw nothing, her eyes darting between every tree. 
There: in the murky shadows of a hollow 
scorched tree, something lurked and shifted. 
“Show yourself,” Artemis demanded. She drew 
her bowstring tighter and considered the nature of 
her enemy. Was it that damnable Loki? Nox, perhaps? 
It was not. Her uncle’s familiar 


gloomy figure stepped around the tree. 
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She relaxed, lowering her bow. 

“Uncle,” she greeted warily. Their relationship 
was an uneasy one. The Hunt was the art of death as 
much as life, a cycle to be embraced. Their mutual 
respect was left unspoken. “Why are you here?” 

Hades slipped closer, his robes brushing 
the forest floor soundlessly. With him came 
a cold that crept through Artemis’ leathers 


and into her very bones, making her grind 


her teeth fighting the urge to shiver. 
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“You want an end to this war,” he said. 
The voice of the king of death was soft, 
comforting. “Your heart is not in it.” 

She narrowed her eyes, answering with silence. 

He slithered closer, leaves and branches 
decomposing in his wake. “We can end 
it,” he said. The bone-white of his eyes 
shone beneath his cowl. ‘Join me.” 

Artemis’ grip on her bow loosened. She was 
snared by the idea, entranced with its implications. 
An end to the war? How? “Why would you want 
it to end? Is it not more souls for you to reap?” 

Hades drifted closer to her left, his cowl turning 
away to face the rising sun. “They are my family 
too,” he murmured. Louder, he added, “The war will 
destroy everything. | cannot reap a salted field.” 

“How?” she asked, shaking herself out of it. 

They circled each other, her teeth on edge 
and his words cutting at her resolve. “We weaken 
them,” he said, “at the very foundation of their 
power. Every god. Shroud their temples in 
darkness and gloom so that their worshippers 


turn away. If all are too weak to fight...” 
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She stared. 

“Say yes, Artemis,” said Hades. “Join us.” 

She knew she balanced on a precipice. Deny 
him and go on fighting her own family over scraps. 
Or she say yes...and follow Hades down this 
uncharted path. She ached for peace; she ached 
at the thought of an eternity fighting Apollo. Yet... 
both options left a sour taste in her mouth. 

The world had become a warped, 
unrecognizable place. 

Tusky snorted and nudged her, his breath hot 
against her leg. She glanced up at the bleak skies— 
Apollo was still nowhere to be found. Something 
felt wrong, something twisted in her stomach. No... 
the cold calm peace that Hades offered was one her 
brother would ever embrace. He was all light and 
warmth and life. He would fight it. To join Hades 
was to walk a path Apollo would never follow. 

She took a step back. “I’m sorry, 
uncle,” she whispered. “| cannot.” 

Her answer provoked a shift in Hades’ stance and 
then ina moment he disappeared into the darkness 


of the forest floor. The earth beneath her rumbled 
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and shifted. He slithered through the ground past her 
trap and—she realized with horror as she turned sharply 
to face him—spurted out of the ground behind her. 

“If you will not help me willingly,” he said, “then | 
will make you.” Did she imagine regret in his voice? 

Artemis turned, intending to flee out of 
the woods and into the open meadows. 

Her foot wouldn't budge. She looked down. The 
soggy earth beneath her was warping and twisting 
like a sinkhole, dragging her to the Underworld. 

She heard the faint screams of Hades’ prized souls 
grow closer. Her own scream joined them. 

“No!” she cried, first her legs and then her waist 
disappearing into the deadly mire. She was a daughter 
of Olympus—she would not be taken! She tossed her 
bow away and called for Tusky, gripping the edges of 
the sinking prison. Her fingers sunk into the wet earth, 


finding little purchase. Tusky ran to her and dug his 


hooves in, letting her grip him his tusks to pull herself up. 


“|...don't...belong to you...” 

Silk brushed her dangling feet. Artemis 
looked down, and cried out at what she saw. Silk 
webbing wound about her ankles, and countless 
tiny spiders began to skitter up her legs and waist. 
Athena's fanged rival grinned at her from below. 

“Arachne!” she hissed. “Traitor!” 

Artemis kicked wildly, crunching her boot into 
Arachne’s face and loosening the webbing. She 
pulled at Tusky’s horns with all her strength. Icy 
black tendrils snaked up her leg, gripping her even 
tighter and refusing to let go. Tusky’s strength began 
to give, his hooves slipping in the wet earth. 

The goddess of her hunt closed her eyes and pushed 
away her pride. She had to survive this. She had to 
warn the others, to protect her brother from this fate. 

“Father,” she prayed, straining every 
muscle just to keep her head and arms above 


the churning void. “...! need your help.” 
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Nothing. 

Artemis’ eyes rolled back. The sun shone 
above her, bleached and hazy, but she felt 
only cold. The Underworld was calling. 

Apollo, she thought. I’m so sorry. 

“No!” screamed Nox, her cold black presence 
pulling away sharply. Artemis opened her eyes 
and squinted into the blinding light before her. 
Something hard, chitinous, seized her and pulled 
her up before setting her back down carefully on 
the ground. She stood shivering a moment from the 
preternatural cold, gasping for air. Artemis looked 
at her hands and saw that they were shaking and 
white. The jaws of death had only just been escaped. 

She lifted her eyes, squinting against the sunlight 
to see the beetle-god Khepri. “You must fight on,” 
it rumbled in a strangely gentle and soft voice. 
“Stand behind me.” Its’ strange, multifaceted eyes 
turned to look behind her. Artemis’ head swiveled 
as she scrambled behind it, looking to each of the 
other gods—some she had never met, others she 
had sometimes known as allies and sometimes 
as enemies. Apollo was not among them. 

Amaterasu flicked ichorous blood from 
her katana. Arachne glared darkly back at her 


from the shadows, clutching a bloodied arm. 
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“It is over, Hades,” said the shining 


goddess, readying herself in a battle stance. 
“You will steal no more gods this day.” 

Thor swung his hammer easily around his 
finger, glancing up at the skies. He was tensed; he 
waited for an opportunity. Nu Wa slinked up beside 
him, reflections blinking off her jeweled aura. Her 
soft lips were set in a grim, determined line. 

The huntress stared, stunned momentarily by 
the sight. Amaterasu’s eyes slid towards her; soon all 
those gathered were watching her. Waiting. Expecting. 

It was Nu Wa who finally spoke. “We could 
use your help rescuing the other gods,” she said. 
She did not say it, but Artemis knew in her gut: 
Apollo was missing. Her brother needed her. 

Artemis gave a sharp nod and snatched up her 
bow, nocking an arrow and raising it slowly at her 
uncle. There was a long, uneasy silence. Hades’ eyes 
glittered darkly at her from beneath his cowl. She 
swallowed her regret, her sadness, her uncertainty. 
It was time to stop fighting alone—and it was time 
to start fighting for something meaningful. 


“I'm in,” she said, and let loose the first arrow. 


By Wette Lessard 
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WHOIS RAWJIN? 


By Jacob “WordsWinWars” Russell ~~~ 


aijin, SMITE’s second Japanese god, Is the 
RR: of lightning, thunder, and storms. His 
name derives from the Japanese word “rai” meaning 
thunder. He is typically depicted as a demon with red 
skin with 5 of his famous Taiko drums surrounding 
him. Raijin was created, like all of the Japanese 
deities, by lzanami and Izanagi. Legend has it that 
the sounds of thunder are made when he plays his 
taiko drums. He constantly duels with his brother, 
the wind god Fujin to determine who among them 
is the strongest. Fujin was portrayed as a wizard 
demon with green skin and a red head, that wielded 
bags of wind as his weapon. While fighting against 
his brother, Raiju was always at Raijin’s side, who 
is commonly depicted as a wolf made of lightning. 
Japanese children are told to cover their belly 
buttons during a thunderstorm so they aren't taken 
away. Although Raijin may sound scary and evil, he 
is known to strike rice fields with lightning, which 
fertilized the crops and caused larger harvests. 
Raijin is a Mage with a lot of burst damage, 
crowd control, and survivability. His kit is very 
true to his lore in that all of his abilities relate to 
his taiko drums or his companion Raiju. Raijin’s 
passive is called “Static Crescendo” and reads as 
follows, “Raijin’s drums gather static charges as 
he fires Basic Attacks and Abilities. When all four 


drums are charged, his next Ability does additional 
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damage. Basic Attacks grant one Charge.” The 
bonus damage of the next ability is equivalent to 
100% of your magical power. It is easy to always 
have this Passive stacked at all times since the basic 
attacks and abilities don’t have to hit an enemy. 

His first ability is his main source of damage 
and can be awkward to cast at all levels of SMITE. It is 
called “Percussive Storm” and is based off his most 
common myth: “Raijin pounds his drums sending 
forth a peal of thunder ina line, then another, then 
two at once, each growing wider as it travels. The 
thunder deals Magical Damage to Enemies it hits, 
and stops on the first Enemy God in its path. This 
ability grants one [charge of his passive] each time he 
strikes the drums, for a total of 3 Charges.” The most 
important thing with this ability is that you guarantee 
the final shot, as it does double the damage of the 
first two. You may want to wait for an enemy to be 
crowd-controlled before firing off this ability. 

Like Raiin fighting his brother in Japanese 
mythology, you are not alone on the battlefield 
when playing Raijin. “Raiju” is the name of Raijin’s 
second ability and is the best way for him to damage 
multiple targets at once, “Raijin marks a target 
enemy by dismissing his ally Raiju, who hides in the 
enemy's navel [belly button]. While asleep, Raiju 
reveals the target to Raijin’s team on the minimap. 


The next time Raijin damages the target, Raiju 
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awakens and claws his way out, damaging the 
target and 5 nearby enemies in his attempt to flee. 
Dismissing Raiju grants Raijin a single Charge.” 
Similar to Hou Yi’s “Mark of the Golden Crow’, this 
ability can be used to detect stealthed targets. 
Raijin’s third ability is very unique in that his 
primary escape can also be used for massive damage 
if combined with Raiju. Using your main escape for 
damage is obviously a huge risk, but It can pay off in 
the late game if it finishes a kill. The ability is called 
“Thunder Crash”: “Raijin sends a bolt of lightning 
crashing down at his ground target location damaging 
and mesmerizing enemies, while Raijin himself 
ascends into the sky. Shortly thereafter he crashing 
down at that location, doing a second burst of damage 
to all Enemies in the area. Raijin gains one Charge 
when he sends the bolt of lightning, and another when 
he arrives in a crash of thunder.” The mesmerize on 
this ability can be key in setting up your other abilities 
and creating time for your teammates to peel for you. 
The most unique ability in this kit is “Taiko 
Drums’, as it is the first Ultimate to give you an 
alternate set of abilities during it is active. Saying this 
ability has a lot of utility would be an understatement: 
” Raijin flies above the battlefield, beating his drum 
4 times to summon peals of thunder. With each 
hit, he has a choice of three beats: Beat one: 100% 
damage, Beat two: Taunt and 50% Damage, Beat 
three: Fear and 50% Damage, Raljin receives one 
Charge each time he strikes a drum, for a maximum 
of four Charges.” It is important to note that you 
become immune to crowd control and don’t have to 
use the same beat 4 times. This ability takes a lot of 
skill to use, as you need to use the correct beat for 
the right situation. If your teammate has set up a kill 
for you, you use the first beat. If you want to be the 
one setting up the kills, use the second beat. If you or 


your teammates are at low health, use the third beat. 
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Good partners for Rajin are Athena and Xing 
Tian because they have ultimates that can set up 
the first beat (100% damage). Raijin can set up huge 
damage ultimates from fellow mages Kukulkan 
and Ra using the second beat, which can be up to 
a 2 second taunt. That is the same taunt length as 
Athena's “Confound” at rank 4. The third beat can be 
a fear that lasts up to 2 seconds, and may be used to 
push enemies into ultimates like Hun Batz or Zeus. 

Unique items that could work on Raijin would 
be Gem of Isolation, Divine Ruin, and Spear of the 
Magus. His second ability, “Raiju” [see above), 
synergizes very well with the passives of Gem 
of Isolation and Divine Ruin. Every enemy that 
Raiju bounces to will be slowed for 25% of their 
movement speed for 2 seconds or have their 
healing reduced by 40% for 8 seconds. Spear of 
the Magus Is a good itemization in that subsequent 
hits from “Taiko Drums” will do more damage. It 
works exceptionally well if you alternate between 
the first and second beat to confirm all 4 shots. 

Raijin can be countered by any god that can 


cancel his leap. Great examples of this are Kali 
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[stun on her third ability, “Incense”) and Bakasura 


(cripple on Ultimate, “Regurgitate”). Items that 


counter Raijin are Spirit Robe and Oni Hunter's Garb. 


Both of these items give you Magical protection 
and crowd control reduction, making them great at 
lowering Raijin’s damage output. The passives of 
these items are also great counters to Raijin: Spirit 
Robe’s 15% damage mitigation when being hit by 
a hard crowd control effect is powerful against any 
“Taiko Drums” beat combinations. Raijin is adept 
at hitting a single target multiple times, making the 
passive of Oni Hunter’s Garb valuable: “Every 10s 
you gain +15 Magical Protection (Max 3 Stacks]. 
Upon taking Magical Damage 1 stack is removed.” 
Rajjin’s high burst damage and decent 
mobility are things that will make him popular 
on the “Battleground of the Gods”. He is a 
character that Is easy to learn the basics of but 
hard to master. Although Raijin may not be seen 
as top tier by some players, he is a Mage that 


is fun to play and is viable in all situations. 


By Jacob “WordsWinWars” Russell 
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WHO IS SKADI? 


By Gregory “ExtremeBurial” Bishop ~~~ 


MITE has a good number of hunters 
Soon in-game, but there is one who 
has been played extensively in the past few weeks, 
not only because she is a relatively new addition 
to the game, but because of her overall feel. 
She is Skadi, the Norse goddess associated with 
winter, mountains, bowhunting and even skiing. 
Skadi is the anglicized form of Skadi. Her 
name Is derived from the old norse common 
noun skadi which means “harm”; there is another 
theory that explains that her name comes from a 
different noun, skadus, which means “shadow.” 
Either way, she has a pretty cool name. 


She is a jotunn, a giantess, and she lives in 


the highest mountains, where snow never melts, 
“ay The Official SMITE Magazine Issue #25 The GameOn Magazine 


Spending her days hunting with her bow while merrily 
skiing down the slopes of those high mountains. 
However, Skadi wasn’t always so content. 

She is the daughter of the giant Thiazi, who 
was killed by the gods because he kidnapped 
the goddess named Idun; so the gods wanted to 
compensate Skadi for her loss, and offered her a 
place in Asgard through marriage, and as a homage 
to her father, the gods made stars out of his eyes. 
However, when she went to the gods to choose a 
husband, she could only judge the potential grooms by 
their feet (maybe the gods were “directed” by Quentin 
Tarantino, who knows]. She chose the prettiest pair 
of feet she could see, thinking that it were the feet of 
Baldr, the most beautiful of male gods. But it turned 
out that the pretty pair belonged to Njord, a vanir 
sea-god. Skadi kept her word though, and after the 
marriage, they wanted to live together, of course. But 
sadly, things did not work out for the newlyweds. 

You see, Skadi wanted to live in her father’s old 
place, where everything was cold, covered in snow, 
with mountains everywhere. However, Njord preferred 


his own hall by the seaside, because he was, after 
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all, a god of the sea. At first, they thought that they 


could spend nine days here, and nine days there, but 
it didn't work out either - Skadi wanted the snow, and 
Njord was in love with the sea. So after some time 
together, they split up, divorced, and Skadi relocated 
permanently to her father’s old home. At some later 
point in her life, Skadi remarried, however, the lore 
remains conflicted about whether she married Ullr 
or Odin. Either way, after splitting up with Njord, 

she remained in her mountains, hunting with a 

bow. Yes a bow - not a Spear, as depicted in-game. 


However, if SMITE was 100% lore friendly to the max, 


The GameOn Magazine 


| 


si ise ieee iio iinet ii seein eae aii ae iets ia ai 


\ 


6 


ie) 
co) 
Cc 
= 
ig?) 
aa) 
=> 
E 
Lu 
> | 
ae} 
~<4 
= 
fo) ss 
= 
YY 
= 
< 


we would see Ao Kuang eating children, and trust 
me, nobody wants to see Ao Kuang doing just that. 

One part about Skadi's lore that we haven't 
talked about yet is her wolf companion, Kaldr. His 
name literally means “cold” in old Norse, and the 
most interesting fact about Kaldr is that... well, he is 
non-existent in the actual old Norse pantheon. There 
is no mention of Skadi having a wolf as a companion 
in both the Poetic Edda and the Prose Edda. 

There is also a little story involving Loki and 
Skadi - according to one of the books in the Prose 
Edda, when Skadi chose her husband she also 
presented the gods with a seemingly impossible 
task - to make her laugh. In order to do so, Loki 
tied one end of a string to a goat, and the other end 
to his private parts, and the two begun to wrestle 
with each other. They drew each other back and 
forth, making hilarious noises, and Skadi laughed 
out loud. The Eddas also tell us that at some later 
point, when the gods captured Loki for being Loki, 
Skadi placed a venomous snake over his head, and 
the venom dripped into the trickster’s eyes, causing 


much pain to him. The gods also turned Loki's son 


« 
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Narfi into a wolf, to which Kaldr could be a subtle 
reference. What a nice way to repay a laugh. 
Finally, we should note Skadi's role in the 
Ragnarok, the end times - or the lack of it. | looked 
through enormous amounts of information about 
Skadi, yet | could not find anything about her role 
in the Ragnarok, where every god will kill someone 
or be killed by someone/something [except a 
handful of lucky survivors); maybe this means 
that Skadi was meant to survive the end of the 
world, or the archaeologists just haven't found 
anything on the matter yet. Either way, Skadi, in 
my opinion, Is not only an awesome and exciting 
god to play in SMITE, but also, an exciting god lore- 


wise as well. Let’s have a look at her abilities. 


Skadi’s main role as a hunter is to deal damage 


- what else. She can burst out quite a bit of damage In 


a short amount of time if given the opportunity to do 
that, utilizing her skills to her maximum advantage. 


Compared to other hunters, she has a quite large 


health pool, but no escape ability, like Hou Yi's jump or 


Neith’s backflip, making her vulnerable to any kind of 


crowd control and ganks. Thanks to her health pool, 
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she is also a good boxer, as she Is able to take some 
damage before she needs to retreat. She also has an 
average mana pool, but she can always benefit from 
a larger one, so | suggest building Transcendence 
early (just as | would do on other hunters.] 

Her passive ability is called “Kaldr, The 
Winter Wolf”. Skadi fights with a pet wolf, Kaldr. 
Kaldr has five hit points, which regenerate with 
a rate of 1 hit point / 10 seconds. He also has the 
590% of Skadi’s attack speed as well as 110% of 
her movement speed. Kaldr can have two forms: 
Elemental and Beast. While in elemental form, 
Kaldr cannot be attacked and regenerates hit 
points. In Beast mode, Kaldr becomes damageable 
and attacks the target Skadi told her to attack. 

Skadi's first ability is called “Piercing Cold”. 
She throws an icy spear forward, damaging and 
slowing enemies. This ability scales pretty well with 
physical power (up to 80% of her total physical power 
at max], and is ideal to clear minion waves later in 
the game, while still dealing significant damage 
to enemy Gods on top of slowing them. The ability 
also comes handy when harassing enemy Gods. 

Her second ability is called “Rune of the Hunt”, 
and this is where Kaldr comes into play. Skadi can 
select a target that Kaldr attacks, switching into 
beast form. Kaldr has 100% of Skadi’s basic attack 
damage at the max level and has a dash, making this 
ability a pretty good way to take out an enemy from 
the fight, or to chase and finish escaping targets. 
Unfortunately, based on my experience playing with 
her, Rune of the Hunt Is not a good ability if used to 
harassed enemies because of the fact that Kaldr will 
immediately enter Elemental Form once his health 
pool is depleted, and enemies will immediately focus 
the wolf when they are targeted by it. Fortunately, 


the ability is a toggle, meaning Skadi can cancel it 


whenever she wants Kaldr to stop attacking and 
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regenerate his health. Kaldr can also be utilized to 
tank jungle minions for a small amount of time. 

Her third ability is a mild CC called 
“Permafrost”, which freezes the ground at the target 
location. It deals damage immediately after cast to 
enemies and slow them when they step on in, while 
they loose control of their movement and slide around 
the ground where Permafrost was cast. Moreover, 
enemies continue to take low amounts of damage 
while they are sliding around. This is an excellent 
ability to prevent enemies from either reaching Skadi 
or escaping from her, and as an added bonus, Skadi 
also gains 25% bonus movement speed when she 
steps on the ground with Permafrost on it, allowing 
her to reach her targets quicker. This ability excels 
on the Joust map if cast on the right point of the 
map, and can make enemies completely unable 
to move, making them slide from wall to wall. 

Her ultimate ability is called “Winter’s Grasp”. 
When Skadi casts Winter's Grasp, a snowstorm 
begins to surround both her and Kaldr, and enemies 
in range of either Kaldr or her become rooted for 2 
seconds at max level (1 seconds at level 1), making 


this ability ideal to disable targets who are either 
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coming too close to Skadi, or trying to escape. The 


root enables her to burst down the intended target, 
while also dealing a small amount of damage every 
.o seconds for the 4 second duration of the ability. 
Kaldr also becomes completely immune to attack, 
enabling him to deal significant damage to whatever 
poor sod Skadi chose to attack. While this might not 
be the most damaging ultimate in the game, Winter's 
Grasp can be utilized in certain ways, for example, 
to prevent an enemy carry close down Skadi, or to 
further disable targets affected by other CC abilities. 
The ultimate synergises very well for example with 
Tyr’s first ability, Fearless - try knocking over enemies 
with Tyr then apply the root with Skadi's ultimate. 
Skadi is a well rounded, bursty god with amazing 
lore, and it was right for her to appear in SMITE, 
with her icy spear and cold aura - and she has a 
nice kit as well. Of course, she requires some basic 
micromanagement skills, but if you can learn how 
to utilize Kaldr, she has great damage potential, and 
an ultimate with root as well, making her a viable 


addition to a great number of team compositions. 


By Gregory “ExtremeBurial” Bishop 
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WHO IS JING WEI? 


ver since the dawn of history, people 
ES... told stories. These tales are made 
to enrapture us as children, and often teach us 
valuable lessons on the origins of the fantastical 
entities around us, like the fiery sun and the bright 
moon. Other stories, however, are meant to inspire: 
to teach us to be brave in the face of fear, and to 
be resilient in the face of a seemingly impossible 
task. One such story is the Chinese legend of Jing 
Wei, a bird who was determined, above all else, 
to fill the Eastern Sea with stones and twigs. 
Jing Wei was not always a bird, however. She 
was once a young princess and the daughter of the 
Flame Emperor Yan Di, who every morning would sail 


out and guide the sun in its path across the blue sky. 
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The princess was a curious girl, and she more than 
anything wanted her father to take her to the “sun- 
rising place’, where heavenly light would break over 
the water and reflect over the vast expanse of the 
Eastern Sea. Despite her wishes, her father refused 
to take her out onto the waters. However, this did not 
shake the girl's determination. If her father would not 
take her out upon the sea, she would do it herself. 
And so, one morning, the princess began 
rowing, without her father’s consent. Just as she 
neared the sun-rising place, she sensed that 
something was amiss. Instead of clear, blue skies, 
ominous clouds of jet gray circled above her. The air 
was heavwy, and it pressed against her lungs as she 


inhaled. A storm was approaching, she thought. The 
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small rowboat she had commandeered began to sway 
more violently as waves continuously crashed against 
its sides with greater and greater ferocity. The young 
girl would not concede against the cruel sea, though. 
She grabbed the flimsy oars and tried with all of her 
strength to regain control of her vessel. Not too far 

in the distance, the princess saw her destination: 

the spot where the sun rises over the horizon every 
morning. However, there was no light here: the 
clouds from the storm had completely blocked out its 
radiance. This gray-filled view would be the last thing 


the young princess would see. As a human, at least. 


As Yan Di awoke to complete his daily task, he 
noticed that his normally rambunctious daughter 
was nowhere to be found. Upon sailing out to 
the horizon, his greatest horrors were realized 
as he found the broken and splintered remains 
of a capsized boat that belonged to his daughter. 
However, as he grieved, he heard the cries of a 


distant bird flying over the glistening waves. He 
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looked up in the direction of the newly-risen sun and 
heard the call once more: “Jingwei! Jingwei!” He 
knew that his daughter had been born once more, 
reincarnated into the bird known as Jing Wei. 

Ever since that day, Jing Wei has had only one 
purpose in mind. She vowed that she would never let 
anyone suffer the same fate she did: to be drowned 
in the darkness below the waves of the Eastern Sea. 
Therefore, she sought to complete an impossibly 
daunting task: she would fill up the entire Eastern 
Sea with rocks and twigs, until no one could possibly 
drown in it ever again. The Eastern Sea scoffed at her, 
telling her that she would never be able to accomplish 
her task in a million years, and that she was silly for 
even considering her task possible. Jing Wei, with 
her endless determination and resilience, replied: 

“| don't care if it takes me ten million 
years, or one hundred million years. | will 
fill you up with these stones, you murderer, 


so no one will have to perish like | did!” 
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Jing Wei, the Oathkeeper, has now joined the 
Battleground of the Gods! Jing Wei is a Hunter that 
relies on her unparalleled mobility to outmaneuver 
and take down her enemies with powerful enhanced 
basic attacks and numerous other self-buffs. 

Jing Wei's Passive is Rapid Reincarnation. 
This incredibly unique Passive allows Jing Wei to 
take to the air whenever she leaves the fountain, 
granting her CC-immunity and the ability to pass 
over walls and terrain at an increased speed for 
five seconds. If you're curious, this ability lasts long 
enough to fly you all the way to about the inner tower 
in the mid lane in Conquest, and all the way across 
the stage in Arena! Use this Passive to get back to 
lane quickly after shopping, to chase a fleeing, low- 
health enemy down, or to join a faraway teamfight 
after backing. It’s also important to note that you 
can cancel your flight by jumping over the fountain 
boundary or right-clicking immediately. Sometimes, 
it's not always advantageous to use this passive, 
as it does have a small wind-up and wind-down 
time during takeoff and landing, respectively. 

Jing Wei's first ability is Persistent Gust. 
After a brief delay, Jing Wei summons a controlled 
updraft of wind at a target location, dealing damage 
and knocking up enemies when it appears. The gust 
lasts for six seconds, and continues to knock up 
and deal damage over time to enemies who enter 
it afterwards. However, Jing Wei can also enter the 
updraft, knocking herself up slightly to gain a seven 
second-long boost to her attack speed. The area of 
this ability is relatively small, so be aware of that 
when casting it. Also, knocking yourself up when 


walking into this ability’s area of effect leaves you 


completely vulnerable, so make sure you use it wisely! 


Jing Weil's second ability is Explosive Bolts. 
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After using this ability, Jing Wei's next three basic 
attacks are augmented: they are wider, have an 
increased chance to crit, and hit in an area of effect 
around the target. This is probably Jing Wei’s most 
important ability, and you are going to be using it 
often. Since Jing Wei doesn’t have many reliable ways 
of inflicting burst damage through her abilities, her 
burst damage output is going to rely more on the 
increased crit chance from this ability. This ability is 
also amazing with gods that force the enemy team to 
be group together, like Ares or Xing Tian. Crit them all! 
Jing Weil's third ability is Agility. The ability is 
a simple medium-range dash that gives Jing Wei a 
three second immunity to basic attack movement 
penalties when she lands. However, here's the 


interesting part: Jing Wei can use this ability while 


knocked up to gain a longer range dash and a 
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six second immunity to basic attack movement 
penalties. It’s important to note that this does 
include enemy knock-ups, like Sobek’s Charge Prey 
and Hercules’s Earthbreaker, as well as your first 
ability, Persistent Gust! Using these two abilities 

in tandem means that you are able to dash a fair 
distance, then gain a decent attack speed boost and 
a six second immunity to basic attack movement 
penalties, meaning you will literally be running - and 
flying - circles around them! Of course, using Agility 
on Its own isn't bad either; sometimes you only 
need that small tweak in positioning, and the three 
second immunity Is just a nice little cherry on top. 

Jing Wei's Ultimate is Air Strike. Just like it 
sounds, Jing Wei channels for a brief period of 
time before taking to the air and dropping bombs 
along a wide rectangular area in front of her. 
Afterwards, she stays in the air briefly, allowing you 
to choose her landing location within a medium 
radius. This Ultimate is versatile in that it can be 
used just for its high area damage, or as another 
way for Jing Wei to escape or reposition ina 
teamfight. Also, remember that while channeling, 
you are immune to CC, so keep that in mind! 

And now you know who Jing Wei is! She is known 
to be a tad weak at this moment in time, as it just 
feels like a lot of other Hunters do what she can do 
but more efficiently. She does have a lot of mobility, 
but it seems like she trades some damage in her kit 
for it, which people are finding to be underwhelming. 
However, she is an extremely fun goddess with the 
ability to outmaneuver enemies in really satisfying 
ways. She is also a great split pusher due to her 
ability to clear waves quickly and join teamfights 
quickly after backing with her passive. If all of 
this sounds like your kind of god, give her a try! 


By Drew Martz 
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By Michael “Mint” Parker ~~~ 
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Sr the beginning of Smite 
we have been graced with an 


assortment of interesting and unique 
gods, and through their legacies we 
have learned of their relationships 
with the other gods in their respective 
pantheons that are yet to show their 
face on the battlefield in Smite. With our 
latest addition Susano, the brother of 
Amaterasu we find ourselves one of the 
most anticipated gods released to date 
with many fans predicting his arrival 
since the birth of the Japanese pantheon. 
Susano is our first Japanese assassin 
and certainly doesn't disappoint. 
Susano was aggressive, with a 
turbulent array of emotions and would 
not be satisfied without destruction. 
His twisted personality was soon 
acknowledged by his father, Izanagi, 
who proclaimed that he would be forced 
to live in the Underworld if his corrupt 
ways continued. Susano was displeased 
with the news and committed a chain of 
crimes, he murdered his father’s people 
and vandalized his kingdom all before 
being banished to the Underworld. 
Susano, in his venture to his new ghastly 
home must go through Earth. Upon 
his arrival he was left thick with guilt 
over his acts, he was ashamed and he 
decided it was time to hone his powers 
for good, to make a positive difference but 


more importantly to redeem himself for 


his prior acts. Susano whilst travelling 


Onin 
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stumbled across an elderly couple, clearly distressed 
the couple were holding what only appeared to be 
their daughter. Susano reached out to them, only to 
find out that they once had eight children. Seven of 
which fallen to the mighty eight-headed serpent. 
Susano from that point onwards believed that 
if he were able to slay the beast, he would prove his 
father wrong. Alas! Susano laid down eight traps 
for the malignant beast, one for each of Its thick, 
reptilian heads all with a form of bait laid behind. 
Susano awaited the arrival of the beast and it came. 
As the monster came slithering down towards him he 
prepared his traps for the last time, as the creature 
came closing In it began to spread each scaly head 
to feed from each of the eight bait jars. While the 
unaware monster leaned in for the bait Susano cut 
the rope, dropping down heavy wooden gates which 
would immobilize each head. As the beast struggled 
in the gates, Susano slowly but surely cut clean 
each head by the seam of the neck until there was 
nothing left of the beast but a lifeless, twitching tail. 
Inside the beast lay a great sword which Susano took 
and awarded to his sister, Amaterasu in order to 


make amends to her for his prior actions. Susano’s 
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personality will never change but the way in which 
he decides to distribute his anger and power can. 
From lore alone we can establish that Susano 
is an interesting loose-cannon character and this 
is represented well in his destructive kit. Susano, 
similar to a lot of the other Assassins in the game 
follows a build similar to that of a Warrior/Solo-Laner 
and is highly capable of playing that role. Despite 
this the jungle is his true home and his high damage 
abilities, beautiful animations and huge amounts of 
crowd control may see him be propelled straight into 
the top tiers of competitive play when mastered. 
Susano’s interesting and very in-depth kit begins 
with his Passive ability. Susano’s Passive, Swift of 
the Summer Storm is easily my favorite passive in 
recent memory, as a player who enjoys passives 
that provide mid-late game benefits such as Scylla’s 
Quick Learner. This comes in as a very handy boost 
for Susano for a large part of the game. Swift of the 
Summer Storm provides Susano with a movement 
speed buff (4% per stack) for each of his trained 
abilities on cooldown and this works especially well 
for a god primed to gank from the jungle due to him 


getting a nice movement speed buff after using all 
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of his abilities as an assist in either escaping from 
a failed gank or chasing down any stray enemies 
whilst he awaits his cooldowns. This passive in 
a real game situation could be massively helpful 
to both ensuring his safety and to ensure kills. 
Susano’s first ability is essentially three abilities 
in one and due to this Is very, very intriguing. 
Susano’s Storm Kata. Storm Kata is a potent and 
agile ability that involves 3 different forms of attack. 
The first being a cone shaped attack, the second 
a spin attack that can hit all targets around him 
and the third, a non-damaging dash. This ability 
hits for a decent 210+90% damage at max, this 
applies for the first two attacks in the combo and 
the dash is merely a non-damaging movement 
ability. Particularly similar to Jing Weil's Agility. 


Between each cast you have 3 seconds to cast the F » 


next ability in the combo chain allowing for some ¢ = ay | Sa 


freedom to use a Greater Sprint, Weakening Curse 
or one of your other CC heavy abilities to slow the 
target and ensure the next dose of damage. 
Following up from two phenomenal abilities we 
have Susano’s second and certainly not least ability. 
Wind Syphon is a fantastic ability that can completely 
change the face of a one to one battle in the jungle 
or anywhere else on the map in Smite. Wind Syphon 


although not very damaging [only 120+25% at = ¥ 


max) is easily one of the best forms of single target 


> 
_ 


crowd control that any Assassin has in the entire 
game, making focused ganks on squishy Hunters 
or Mages in teamfights that bit easier. Susano’s 
Wind Syphon pulls enemies towards him if they are 
in the center region of the cone upon cast, this is 
capable of hitting multiple targets but | say this very 
selectively in the aspect that it is much, much more 
likely to be used offensively on a single target. This 
cone shape pull ability can only really compared to 


Sylvanus’ Nature's Grasp or Hercules’ Earthbreaker 
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due to these all being lightly damaging pull abilities. 
In third place we have Susano’s Jet Stream 
which yet again is nothing to scoff at. Jet Stream Is 
a tremendously useful ability used in conjunction 
with his other abilities making his kit extremely 
well equipped and safe to combo with. Jet Stream, 
is in literal terms, a cloud of air which Susano 
unleashes ahead onto his opponents. If this ability 
hits a target initially it surrounds and follows the 
opponent whilst damaging them for 80+30% for four 
ticks over three seconds. At this stage the ability 
sounds like an average poke but Susano may recast 
the ability in order to teleport to it, allowing for him 
to have even greater chase. As mentioned before, 
this ability goes hand in hand with his pull, pulling 
an enemy, dealing damage before putting down 
Jet Stream, awaiting their escape and teleporting 


to them Is the ultimate shutdown for any dash, 
The Official SMITE Magazine Issue #25 


leap or teleport in the game and causes Susano to 
be extremely versatile. This ability could be used 
defensively if you are very fast but it would not be 
recommended, teleporting to the Jet Stream whilst 
it’s engulfing an enemy reduces the cooldown to a 
measly 6 seconds, allowing for swift recast potential. 
Susano’s Ultimate ability fully solidifies his role 
as a Strong teamfight character with good crowd 
control and damage. Typhoon, comparable to Hades’ 
Pillar of Agony, summons a destructive hurricane on 
his location that pulls enemies towards the centre 
whilst expanding in size, this can be used nicely 
as a form of CC during a heated team fight but the 
ability can also be recasted and fired in a line, in the 
direction Susano Is facing to hit and knock up for a 
nice 360+140% at damage. Overall this ability can 
be devastating and game changing in teamfights, 


it provides good damage, good crowd control and 
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can catch out escaping enemies easily due to the 


very high projectile speed when re-casted. 

Typical builds for Susano vary and this is 
due to his flexibility. How you wish to play him is 
entirely down to you and Is dependant on what 
role you're playing him as, the following build core 
is more attuned to the Assassin/jungle role but 
can be used in the Solo Lane also. Items such as 
Frostbound Hammer, Stone Cutting Sword and 
the recently adjusted Bloodforge bring a good 
mixture of high physical power, much needed 
additional HP, and movement speed. There are of 
course cheaper alternatives if you happen to be 
behind the enemy jungler, but if you can get this 
core build online, you are destined to be a highly 
damaging mid-to-late game force. With the addition 
of Warrior Tabi, Jotunn’s Wrath and Breastplate of 


Valor you have yourselves a strong build that can 
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work in both of his primary roles, providing you 
with a decent mana pool, health pool, additional 
movement speed, lifesteal and high damage. 
Overall Susano is a very cool and unique 
character both appearance wise and ability wise 
and | can definitely see him being a huge threat to 
a lot of the “squishies” in the game. He has huge 
weaknesses to crowd control, as do many Assassins 
but if you're evasive enough and use the abilities 
correctly | can certainly see this character being 
extremely deadly but yet again, much like our 
previous debutant, Jing Wei. he looks to have a high 
skill threshold and is branded hard to play. Making 
learning and mastering him all the more rewarding. 
So what are you waiting for? Get yourself on Smite 


and try him out as soon as you get the chance! 


By Michael “Mint” Parker 
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TYING THE 
____ CONNECTIONS: SOL 


By Jorg van der Velden ~~~ 


Our flaming lady has been a constant part 
of SMITE ever since her release and joins 
her fellow Norse god Thor in the ‘gods you 
see way too much in Casual and Pro play’ 
list. There can only be one goddess | could 
be talking about and of course this is Sol, 
Goddess of the Sun! So let's take a look 
at her kit and how it ties into her lore. 


S° is enigmatic at best and not a lot is told 
about her in both the Poetic and Prose Edda 


(the main mythological works of the Norse pantheon). 


Even what Is told about her differs between the two of 

them, only coming together later on in the mythos. 
Let's start with the Poetic Edda, the elder of the 

two. A dead volva, a shamanic seeress, foretells the 

future of Odin, who is in disguise at that moment, 

and recounts the history of the universe. In doing 


so it’s only natural she touches upon the early 
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days and the creation of said universe and it is 
during this time that Sol is mentioned. At the time 
Sol {and her brother Mani, the moon) was born 
the universe wasn't complete yet and she didn't 
know her place in the grand scheme of things. To 
give them this place, the world was created and 
both Sol and Mani were tasked with ensuring man 
could count time by their travels across the sky. 
The Prose Edda tells a different story about 
the origins of these siblings. While they have the 
same father as in the Poetic Edda, Mundilfari 
(of which is little known besides his name and 
fatherhood of Sol and Manij, they're not born as 
divine beings, but as humans. Mundilfari found his 
children so beautiful he named them after the sun 
and the moon. As punishment for his arrogance 
the children were placed in the chariots that drew 
the sun and moon. You see, In the Prose Edda 


the sun and moon were just celestial bodies that 
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were drawn across the sky by a horse and a chariot. Until 
Mundilfari’s transgression, these chariots were riderless. 
Here is where the differences between the Eddas 
stop and they start agreeing on the story of Sol. While 
travelling across the sky, Sol and Mani are chased by the 


wolves Skoll (mockery) and Hati (hate). Every once in awhile 


the wolves would draw close = 
o™ 
enough to the siblings to be ». 


able to nip at them, resulting 
in an eclipse. Come Ragnarok, the 
wolves would finally catch up and devour them, 
destroying the sun and the moon with them. 
However, that is not the end of it all. Before 
Sol got devoured, she would give birth to a 
daughter who would be the new sun over the 
world of peace that would emerge after Ragnarok. 
Mani’s fate remains uncertain, and neither the 
Poetic Edda nor the Prose Edda mention the fate 
of the moon after he gets devoured by Hati. 
It’s about time we delved into her kit and 
find out how lore-friendly it really is! 
Unstable Manifestation, Sol's passive, 
immediately betrays which path Hi-Rez 
took with regards to whether they 
follow the Prose Edda or Poetic 
Edda. Just the name on its own 
references the churning chemical 
reactions within the sun as we 
know it, implying that Sol is the actual 
celestial body itself as opposed to a human placed on the 
chariot guiding it. The increase in Magical Power and Attack 
Speed as she builds Heat is akin of solar flares: a building 
power that lashes out and then retracts again. While this Is 
more a modern interpretation of how the sun works than 
an Old Norse one, it is relatively lore accurate when you 
look at the Poetic Edda and the fact that Sol IS the sun. 
The celestial body trend continues with Radiance, Sol’s 


first ability. | don’t have to tell you how the name ‘Radiance’ is a 
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modern interpretation, as the entire concept of it was 
discovered long after the Norse ceased to exist in their 
ancient form. The way the ability works on the other 
hand could be construed to be an old interpretation, 
though it requires a bit of a stretch of the imagination. 
Radiance has three components: building Heat, 
damaging enemies in the area and healing Sol. 
The first part is a wholly modern idea: the idea of 
concentrated radiation resulting in a large increase 
in heat. As such, It’s accurate though just as lore 
accurate as Unstable Manifestation. The other two 
components on the other hand could be seen as 
a reference to both the life giving force of the sun 
and the damaging effects of it growing too strong. 
Having long and cold winters, the summer sun 
was most likely a welcome sight for the Old Norse, 
signaling that they could grow crops and expand 
their food stores. But unusually hot summers still 
happen up north, and those same crops could 
wither under the heat of the burning sun. However, 
how feasible this interpretation is with a culture 
as winter focused as the Norse is up for debate. 
Sol’s second ability, Stellar Burst, is a solar flare, 
plain and simple. So like Unstable Manifestation, 
this ability is a completely modern interpretation of 
the sun. Probably even more so. The expanding and 
retracting effect seems like it’s directly inspired by the 
natural phenomenon that messes with everybody's 
wifi when they get too strong. While | like to think 
that the slowing effect is a reference to that, It’s 
probably a gaming mechanic that Is added to round 
out her kit and give her a bit of CC (crowd control). 
While this is arguably the most integral part of her 
kit, there’s not much to be said about this ability. 
Disapparate, the third ability in her arsenal, was 
a bit harder to link to the sun or her lore, even though 
it feels fitting for a deity based on a celestial body. It 


actually conflicts with her lore if you look at it closely. 
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Sol is being chased by Skoll as she travels across 
the sky, and whenever he bites her a solar eclipse 
happens. If she had the ability to turn immaterial, 
this would never happen because she would just 
shift to that form whenever the wolf came close. 
On the other hand, when you look at the 

way the sun works and the immaterial nature of 
radiation and light, it makes sense that she has a 
form that represents that. The movement speed 
increase further reinforces this link due to the 
speed at which radiation travels. Even the fact 


that it takes a bit of time before she becomes fully 


insubstantial could be reference to the time it 
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takes for sunlight to hit Earth. But | can’t shake the 
feeling I'm stretching logic and interpretation here 
and this ability is mostly the result of her needing 
mobility of some sort and it just ‘feeling right’. 

Finally we get to the Ultimate: Supernova. The 
symbolism of this ability is just amazing. The final 
ability is named after one of the largest events possible 
in our universe: the death of a star. Which also ties 
nicely into Sol's fate: her death during Ragnarok. All 
of these ‘ends’ tied into one ability feels incredibly 
right to me and seems like the perfect end to her kit. 

The mechanical effects on the other hand I’m not 
nearly as positive about. A supernova is one titanic 
explosion that destroys anything and everything in the 
vicinity. While I’m aware that it would be completely 
unfair to include this in a game, a series of bursts 
doesn’t make sense when you look at It critically. Even 
from a lore point of view this stream of damage has no 
basis, as all that’s said is that she’s devoured during 
Ragnarok. The only thing | can get somewhat behind 
is the knockup. It’s not hard to imagine an explosion 
pushing things away, and magnifying that to the size 
of a supernova would make the push back infinitely 
larger. However, realistically speaking, everything 
would be utterly destroyed by the explosion before 
they ever got the chance of being pushed back. 

With how little there is to be found about 
Sol, it’s no surprise Hi-Rez chose to focus on 
her being the sun and taking the resulting ‘lore 
inaccuracies’ for granted in the process. However, 
even when focusing on the natural phenomenon 
over the lore they have made some design decisions 
that could have been interpreted differently to 
represent her as a whole a little bit better. Having 
sald that, Solis still a decent, if very modern, 


representation of the Norse goddess of old. 


By Jorg van der Velden 
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GOD SHOWDOWN: LOKI VS. 
SUSANO 


By Helena Wachhaus & Yvette Lessard ~~~ 


lot of the articles and players focus on who's 
A. better god, based on their in-game stats 
and how they work in the meta. We're not going to do 
that. Instead, in this God Showdown, we're going to 
pit two gods against each other and have them duke 
it out through their mythology. In this edition, we are 


focusing on two ancient tricksters: Loki and Susano! 


Helena: Introduction time! My name is Helena 
Wachhaus and | will be representing the backstabbing 
prankster that is Loki. Before we get started, I'd 
like to be super petty and just point out that Loki's 
official Smite epithet is “The Trickster God”-so | hope 


Yvette and Susano brought their best arguments. 
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Yvette: And I’m one of SMITE Magazine's 
new writers, Yvette Lessard! I'll be representing 
our newest god, Susano. Susano-o. Susano- 
wo? “Susana”? Takehaya Susanoo-no-Mikoto? 
Kumano Ketsumiko no kami? Forget having a 
title, the God of the Summer Storm’s name alone 
is tricky enough. And sure, Loki can flaunt his 
rather obvious and uncreative title--but it might 


finally be time for him to pick a new moniker. 


Helena: Ooooh ouch. Sounds like Susano might 
need to let off some of that summer hot air. All 
banter aside, we're going to be comparing these 
gods based off of their shows of intellect, their 


disregard for the rules of society, and by the stories 
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that make us laugh; what good is a trickster god if 


they can't pull off some fantastic feats of comedy? 


Yvette: That is what separates a trickster from 
your run-of-the-mill villain or bully. Or lunatic. As 


we ll see, Susano is so much more than that. 


Helena: Alright, to start things off, we're 
going to look at the intelligence of these gods, 
how they weasel their ways out of bad situations, 
and still manage to get what they want. 

Loki is famous for his honey tongue, which gets 
him both into, and out of, many ridiculous situations. 
Once, Loki commissioned a family of dwarves to make 
gifts for the gods and upon seeing the wonderful 
creations the dwarves made, he began to boast that 
no other dwarf family was as skilled as the ones who 
created the lovely presents. He was so confident that 
when another family challenged his boasts, Loki bet 
his own head that the gifts were unmatched in their 
splendor. The gods were so shocked by the majesty of 
the gifts, that they couldn't decide which family was 
more skilled; typical diplomatic godly rulings. Anyway, 
when the dwarf approached Loki with a blade, 
preparing to cut his head off, Loki knew that he'd have 
to think quickly. He reminded the dwarves that he had 
bet his head, not his neck, and that part of him was 
out of bounds. The dwarf sewed Loki’s mouth shut 
instead of beheading him. While it’s not glamourous, 
and it didn’t turn out well for Loki, he didn’t die so 
I'd count that as a win and a clear show of brains. 

Another example of Loki’s quick thinking actually 
happens after Loki takes a turn for the evil. The is4 
gods decided to play a game of “throw anything and SS A P, CY OH 
everything you can at Baldur” which was something le Cid | VOONE. 
that they started doing after Frigg commanded every —— 


thing, living and unliving, to be incapable of hurting 


Baldur. He got special treatment because he was 
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the god of everything wonderful and good, 
and because he was dreaming about his 
own death which, quite frankly, would scare 
any mother. Loki, being the clever god 
that he was, figured out that Frigg had 
overlooked one thing in her quest to 
save her son's life: she'd underestimated mistletoe 
and hadn't gotten the promise from the small, 
soft, plant. Naturally, Loki decided that 
he'd make a Spear out of the plant and 
convinced Hodr, a blind god, to throw the 
spear at Baldur. It killed him and Hodr 


was blamed for the murder. Good job Loki. 


Yvette: Susano has a reputation for 
being rough and rowdy, but tales of the 
God of the Summer Storm show us that 
he was a clever and intelligent deity, often 
willing to think outside the box in ways 
Japan's other gods didn't. While he isn’t 

the ‘god of trickery’ like Loki, Susano 

managed to regularly infuriate and 
frustrate his heavenly family--and Japan's 
entire pantheon along with them. 

For example, after Susano was 
banished from the heavens [for the first 
A of several times) for being a pain in 
his family’s behind, he decided to trick 
his way back in by taking advantage 
of his sister Amaterasu’s more innocent 
nature. Amaterasu was nevertheless a little 


wary, and asked for an assurance that he 


7, 
Vv, 


© SS in a contest: each of them would birth 


meant no mischief. To ease her distrust, he 


claimed that he could prove his pure heart 


new gods. If his were male, it would 
show he was deserving to return 


to the heavens. But Susano had already 
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rigged the game. He turned away and bit down on 


Amaterasu’s sacred bead necklace, using his sister's 
own magic to birth three male gods. That’s how 
Susano tricked his way back into heaven...so that 
he could harass and pester his family some more. 
And despite his place in a society and mythology 
that greatly values martial feats, Susano doesn't 
spend a lot of time warring or fighting like his 
fellow gods. When he does fight, he uses his 
wits: as detailed in this issue’s Who is Susano?, 
there Is a tale of the storm god using only a clever 
system of traps to defeat a many-headed beast 
which had been terrorizing humans for years. 
Rather than battle the monster head on, Susano 
simply lured the creature and safely sliced its 
head off, thus winning the day--and a new wife. 
By outsmarting fellow gods and mythical 


creatures, Susano always comes out ahead. There's 
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no doubt that when it comes to smarts, the storm 


god is easy to underestimate--at one’s own peril. 


Helena: That's the thing, you can't underestimate 
Loki either, because while he’s fantastic at saving 
his own neck -call back puns, gotta love them- he 
does save the gods in incredibly creative ways. Loki 
is a shapeshifter and he uses his powers to save, 
and annoy, the gods in increasingly ridiculous ways. 
| say annoy because he stole one of Freya's favorite 
necklaces and was only caught because a witness saw 
the necklace being dragged along by a flea. But that’s 
not to suggest that he only used his shapeshifting 
powers for his own gain. Loki has rescued goddesses 
by turning into an eagle and carrying the shrieking 
women, that he got kidnapped, over burning forests. 
In another myth, the gods made a deal with 


a giant; if he built Asgard in a short span of time 
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| they would give him the sun, moon, and allow the 
N 
giant to marry Freya. The deadline approached and 
N 
it looked like the giant would complete his task; 
\ 
| which the gods didn’t like because they really didn't 
N 
want to lose Freya to a giant. Loki overhears the 
N 
| panicked discussion and decides that he’s going to 
N 
| solve the problem. So on the last night while the 
N 
| giant is taking his horse into the woods to get more 
\ 
materials, they come upon the most beautiful, 
N 
| jaw-droppingly gorgeous mare either of them had 
| ever seen. The mare does the horse equivalent of 
N 
a come-hither gesture and the giants stallion tears 
N 
| off after her. By the time morning arrives, the giant 
N 
is still chasing after his horse and Asgard isn't 
N 
finished. Long story short, Loki later comes out of 
N 
| the woods, leading an eight-legged colt. That’s right 
folks, Loki gave birth to a horse, he’s a mother. 
| 
| 
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Yvette: While seducing a horse is certainly 
outrageously outside social norms, Loki might 
just want to get his head checked. Perhaps his 
antics are just a sign he’s getting a little desperate 
for favor--" jumped the shark”, as they say. 

Sorry not sorry, but when it comes to thumbing 
your nose at convention--Susano gives Loki a run 
for his money. Japan, and especially the Shinto 
faith, deeply value tradition and ritual. Especially 
in Ancient Japan, there are polite customs and 
norms that exceed what we would consider 
reasonable standards today. And yet, Susano’s 
actions violate what even we would consider 
acceptable. Without, you know, coming off as just 
wanting attention (I'm looking at you, Loki). 

Susano’s the prototypical black sheep of the 
Japanese pantheon. Never quite able to fit in, always 


causing trouble...he loved messing with his big sister. 
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In one of the many, many, many times when Susano 
tried to get on Amaterasu’s nerves, he decided to 

try ruining the lands she'd allowed him back in to-- 
remember, the God of the Summer Storm had tricked 


her into un-banishing him from the heavens. So how 


did he decide to tease his overly venerated sister (and in ™ — 

the process, knock her down a few pegs]? Well, Susano n| ie 
i 

started things off by squatting in the middle of her rice [7 gy” 


fields, pulling down his pants, and defecating right then 
and there. And then flooding said rice fields. Now that’s 
disregard for what society deems acceptable behavior. 
He didn’t stop there, of course. Having gravely 
tested Amaterasu’s patience and sisterly love, Susano 
decided he needed to do more to annoy her. So, he 
found one of her ponies and skinned it--backwards, 
which was a ritual taboo in Japan and an affront in 
itself. Having given society one big middle finger, he 
finished things off by hurling the pony into Amaterasu’s 
shrine, where she was hosting a sewing circle with 
her closest friends. One of the maids even died of 
shock. Having succeeded in getting all the way under 
his sister's skin, Susano was finally banished once 
again. No doubt becoming the patron deity of grumpy 
younger brothers throughout Japan in the process. 
Importantly, all of his antics had a purpose. 
Susano might be rough and rowdy, but he doesn’t 


act “randomly” (like Loki seducing a horse]. Susano 


acts out of anger, frustration, envy--and sometimes 


even kindness. The first time he was thrown out of the a 


\ 


heavens was because of the havoc he caused after he ~ ( f 
cs 


was refused the right to visit his mother in Yomi, the \ 
Underworld. It might be said that the reason behind all 4, \ A 
of his antics is his very desire to defy the laws of nature. X a 
Sy ~\ 
Helena: You want to talk about antics? No one tops oa / a 


the antics Loki got into. Thor and Loki were virtually 


% 
N 
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inseparable and their numerous adventures had a 


| 
N 
distinctly buddy cop movie feeling. Most myths would ph 
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start with Loki talking his way into trouble and then 
demanding that Thor accompany him on his quest 
to save the gods from certain doom. But there is 
one, highly memorable myth where the formula is 
broken. One night, a thief breaks into Thor’s house 
and steals Mjolnir. When the thunder god wakes to 
find his hammer missing, he immediately runs to 
Loki’s house and megs for his help in retrieving the 
weapon. Loki takes off to figure out what happened 
to the hammer. He returns to Asgard and tells the 
gods that a giant named Thrym has taken and hidden 
Mjolnir and won't return it unless he marries Freya. 
Naturally Freya refuses to marry the giant, which isn't 
a surprise, So, once again, most of the gods panic. 
Loki comes up with a solution. He gets the 


largest, and longest dress that he can find, rounds 


up a lot of Freya's jewelry, and brings his haul, along 
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with a thick wedding veil, to the gods. From there 
it’s only a matter of convincing the gods of his plan, 
finding a dress for himself, and wiggling Thor's 
hulking body into a dress. After a lot of compliments, 
because, let’s be honest, Thor makes a gorgeous 
woman, the two set out to marry Thor to Thrym. The 
plan actually works! Thrym is enamoured by the 
beauty of his bride and doesn't suspect a thing until 
he hands Mjolnir to Loki who hands it to the bride 
who promptly kills every single giant in the hall. 
While Susano probably has some hysterical 
myths, | doubt that he has done anything as 
funny as convincing Thor to put on a pretty 


white dress and get married to an evil giant. 


Yvette: Sure, Susano hasn't convinced 
Thor to put on a pretty white dress yet. But 
hey, maybe Thor just needed a good excuse? 
Good on Loki for helping a friend out. 
Susano has spent surprisingly little time 
in the realm of the gods. | mean, every time he 
gets up there he immediately causes havoc and 
distress. It’s a lot like when you reluctantly invite 
your brother to Christmas dinner and he spends 
the whole night bringing up uncomfortable family 
secrets in front of your new fiancé. Loki gets along 
with his family a little too well for my taste. 
Nevertheless, while living out his days 
confined to Earth, Susano left many legacies as a 
trickster god. In Japan's version of the “stealing 
fire from the gods” myth, Susano repays an 
impoverished old man’s kindness by teaching 
him how to defy the Plague God. Even today, 
Susano’s teaching is followed and appreciated. 
Susano also went on to found a family and the 
powerful Izumo clan. More importantly, he passed 
on his trickster ways to his son and continued 


to encourage general mischief-making in his 
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descendants. When his son O-Kuni Nushi wanted to 


elope with a girl, the boy took advantage of his father’s 


slumber by tying Susano’s beard to the rafters 
(before running off with the family jewelry). When 
Susano was finally able to free himself, he came 
roaring after his son--but rather than punish the 
boy, he was delighted at O-Kuni Nushi’s cleverness 
and rewarded him with his very own province. He 
would also agree to allow the two to marry, but only 
if they completed a dangerous test to show their 
worthiness and devotion to each other. The test 
involved involved mostly fire--lots of fire. But once 
again, Susano had rigged the game: he secretly 


knew that they could not be harmed by the fire. 


Helena: It seems like a lot of the myths that we 
remember, especially about trickster characters 
have to deal with the good times, the pranks, the 
antics, and even the touching family moments. 

But that doesn't encompass the entirety of either 
god. Loki's stories get darker and darker as 


Ragnorok approaches and, in the end, he and Thor 
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put their friendship aside and kill each other. The 
very nature of a trickster god endears them to 
the audience and makes them seem like much 
more than a fictional character. That being said, 
most of the time, we just want to think of Loki 

as a lovable prankster who Is not above riding 


around on a goat to make someone laugh. 


Yvette: You make a good point. Loki’s certainly 
a loveable prankster, but that’s clearly not all there 
is to him. At the end of the day, though, meaningful 
mischief isn’t about the weirdest or most random 
prank. Susano knew what antics would distress 
his fellow gods the most--and that desire to 
make mischief was born out of a fundamental 
frustration with the natural order of things. Loki 
might be sillier, but Susano was a true black 
sheep in a society where family and order was 
deeply, deeply valued. | think that ought to give all 


you Loki-lovers (horses or not...!) some pause. 


By Helena Wachhaus & Yvette Lessard 
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HISTORY OF THE JAPANESE 
PANTHEON 


f peau years ago, the great-great- 
great-great (and so on) grandson of 


Amaterasu (also known as Amaterasu-6mikami] 
ascended the Chrysanthemum Throne of Japan. 
Several annual festivals and daily prayers are held at 
the Ise Grand Shrine complex in Honshu, where even 
today the people of Japan make offerings to the Sun 
Goddess and her imperial descendants. Japan is a 
country still saturated with fascinating traditions and 
folklore. With the latest addition to the pantheon list, 
Smite has opened up an exciting realm of possibility. 
The Shinto religion is rather unlike how we 
in the West think of religion—and its gods, unlike 
our own conception of gods. In the indigenous 


Japanese belief system, gods are called ‘kami’ 
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and are thought of more like minor deities 
and spirits. Kami are distinct from ‘yokai’, 
which are monsters, demons, and ghosts. 

Kami are everything from the divine essences of 
rocks and rivers to the grandest beings who watch 
over Japan and its people. Practiced by about 80% 
of native Japanese, Shinto is more a collection of 
beliefs, traditions and rituals than a codified religion. 
Few Japanese identify as ‘Shintoists’; they attend 
Shinto shrines, pray to kami for aid and carry out the 
necessary traditions which have been developed over 
generations. Like the Hindu pantheon, the Japanese 
‘pantheon’ remains alive and well to this day. 

But who are the kami, the unique divine spirits 


that make up Japan's mythology? In Japanese 
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mythology, the islands of Japan were created 
when the Great Man Izanagi and the Great Woman 
Izanami churned the seas with a jeweled spear. 
The salt which dripped from the blade became the 
world’s islands and volcanoes. After the primordial 
couple married, they gave birth to all the kami—the 
deities of every natural feature in Japan. Finally, 
Izanami birthed a being called Kagutsuchi, the 
kami of fire, only to be burned and killed in the act. 
Izanagi swore in a rage that he would bring 
her back and traveled to the land of the dead to 
retrieve his wife. The Japanese underworld Is not 
one of terror or fire or pain—it is one of merely 
decay and uncleanliness. Izanagi dared to defy 
this natural order and descended into the dark 
place, finding his wife among the shadows and 
the rot. He took her hand and tried to bring her 
with him, but she warned him she had already 
eaten the food of the dead. She could not leave, 
but Izanagi was not convinced. He lit a candle to 
see her face, and was greeted with a horrific sight: 


Izanami’s decomposing face. This act enraged 
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his wife, splitting them forever. She refused to 
leave now, and out of their marital rage is said to 
have come the natural ebb and flow of life. IZanami 
swore to punish him by ending a thousand lives 
a day. Izanagi swore to create a thousand five 
hundred more each time. This is how Izanami 
became the kami of death and the underworld. 
Defeated, Izanagi returned to the world of 
the living to perform the post-mourning ritual 
of cleansing and purification still carried out by 
Japanese to this day. He washed each eye and then 
his mouth, and from each purification the gods 
Amaterasu, Tsuki-Yomi and Susano were born. 
Izanagi gifted to Amaterasu his sacred beads and 
the rulership of the heavens. To Tsuki-Yomi, he 
gifted rule of the night and the moon. To Susano, 
he gifted dominion over the seas and storms. 
Susano alone was unsatisfied, as he believed 
that he should rule the heavens, and his envy 


would come to cause the world much strife. 
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Scholars have noted that these ancient 
Japanese tales share strong similarities with the 
most famous Greek ones: Persephone eating the 
food of the Underworld, the divvying out of godly 
domains and the subsequent Jealousies, a grieving 
lover retrieving his beloved from the dead only to 
accidentally look at her and ruin everything. 

Like the Greek stories, the Shinto gods act in 
very human [and often overly human] ways. It is easy 
to understand why Shintoists believe that everyday 
people are descended from kami. Amaterasu, though 
still highly venerated today, is an exceptionally 
human character in the mythology. She tries, she 
grows frustrated, she gives up—and tries again. 

In the most famous Amaterasu tale, the 
shining goddess is put upon by her jealous brother 
and longtime rival, Susano, who—get this—not 
only floods her rice fields but defecates in them. 
Amaterasu struggles to maintain her patience 


with him as he repeatedly challenges her, insisting 
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that he is stronger and more deserving of 

the rulership of the heavens. Finally, Susano 
skins a pony (Amaterasu is fond of these] 

and hurls it into her most sacred temple 
where she is weaving with her closest friends 
and handmaidens. Humiliated, furious and 
hurt, Amaterasu retreats into a sacred cave 
and shuts herself away. One has to feel 

sorry for the goddess—what teen girl with 

a maddening brother couldn't relate? 

Her action, however, plunged the world 
into darkness. The other gods and goddesses 
gathered before her cave, pleading with her 
to return and light the world. But Amaterasu 
was too upset to be moved. Finally the humble 
goddess Ame-no-Uzume [a kami of mirth and 
revelry) set a washing tub upside-down on the 
ground, threw off her clothes, and performed a 
merry jig complete with ridiculous music. The 
curious Amaterasu peeked her head outside to 
see what the funny music was all about, only 
to catch her reflection in a mirror which the 
gods had conceived up and set before the cave. 

“Who is that beautiful woman?” she asked 
curiously, seeing herself for the first time. 

“It is you!” the gods cried. Flattered, 
Amaterasu was drawn from her hiding place. 

The other gods, understandably, rushed 
to close the cave behind her and seal it 
forever. Amaterasu agreed to return to her 
duty as kami of the sun and ruler of the 
heavens, and balance was restored. 

It is an uneasy balance, however, and the 
heavenly duty must be shared with Amaterasu’s 
brother Tsuki-Yoki. A more easily forgotten 
kami, Tsuki-Yoki is neither troublesome nor 
highly venerated like his siblings. When he 


visited the kami of food, he was so offended by 
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the way she presented her creations to him—spitting | enraged by the behavior that she swore never to look 
and belching up crops—that he murdered her on the at him again. This is why today the sun and moon are 
spot. Although her death caused even more varieties — always In opposition, facing away from each other. 
of crop to blossom, Amaterasu was so disgusted and There is more to Japanese mythology, 

of course—the Shinto traditions are ripe 

with opportunity for Smite to draw from. 

There are the tsukumogami, common household 
objects (spoons, sandals, lanterns, and so on) which 
come to life only on the one-hundredth anniversary 
of their creation. There are the special animals 
which are able to transform into humans, such as 
kitsune (fox spirits) and inugami (dogs]. Kitsune, 
in particular, are known to be the servants and 
messengers of a peculiarly androgynous rice kami 
known as Inari. Offerings are left to kitsune shrines, 
and the tricky little creatures are worshipped as kami 
themselves. Inari also has domain over Japanese 


staples such as tea, fertility and sake. No wonder 
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she’s such a popular goddess—more than a third 
of Japan's Shinto shrines are dedicated to Inari. 
There is Okiku, the humble servant girl who was 
unlucky enough to earn the attentions of her samurai 
master. Plotting to seduce her, he convinced the girl 
that she had lost one of his family’s ten precious 
plates—a mistake that would cost any servant their 
life. Okiku tearfully counted and recounted the plates, 
certain that she had not lost the tenth. But it was 
hidden, and she was left with no choice but to submit 
herself to her cruel master’s judgement. The samurai 
made her a deal: “Become my lover, and we shall 
forget this happened.” Okiku refused, and so he tied 
her up in silk ropes and threw her into his family well. 
From out of the well crawled what is now called the 
okiku bug, a worm that lives in wells and appears 


to be tied in silk thread. Okiku is now a vengeful 


yokal, and a popular ghost story in Japan today. 
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Kintaro the ‘golden boy’ is another old Japanese 
folk tale. His mother, a princess and kami of 
forests and the hunt, died in childbirth alone in 
her woods. Kintaro came to be raised among the 
woodland creatures, fed each day by his mother’s 
ghost providing a bowl of special milk to nourish 
him. He would wrestle the animals and grew to 
be incredibly strong. One day a passing general 
spots him and, impressed by his feats of strength, 
invites him to train under him. Kintaro agrees, 
and goes on to become a famous Samurai. 

There is so much more to the Japanese 
mythology. There are strange amalgamations of 
Buddhist and Shinto ideas, and there are always new 
interpretations being published. SMITE’s developers 
will find a fantastic wealth of mythology to draw from 
as they continue to develop new Japanese gods. 


By Wette Lessard 
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t was rather strange that the self 
proclaimed guardian wore heels. 

The bulky woman, muscles honed from 
carrying a heaw brass shield and identically 
forged spear, stepped evenly, determined, 
forward in full heels. Her hair was held back in 
a respectable braid, whose weaves even Neith 
could appreciate for their careful craftsmanship. 

Athena’s long strides outpaced the weaver’s, 
who had opted to remove her shoes and walk 
barefoot alongside the woman, glancing about 
the unfamiliar land. “Athena, what-” She hopped 
over a stone, landing poised on the ball of her foot 
atop another, looking down at the woman without 


missing a breath of speech, “- are we doing here?” 
@ The Official SMITE Magazine Issue #25 
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The weaver hopped once more, landing gracefully 
from rock to rock, as if bored with walking alone. 
The guardian moved evenly, never looking 
away from the path set before her. Step by step, 
methodical, calm, orderly. The scrolls bouncing at 
her hip being the only indication she ever moved 
aside from the military march, reminding Neith 
greatly of a puppet on precise strings. Almost 
tempting the egyptian to reach out and strum 
upon the strings that moved the large goddess. 
“We are here to investigate your presence, 
Artemis has already declared killing a rival in 
battle and finding a strange circle left behind, 
bouncing in what, | qoute, was a fabric like pattern, 


strings fraying just at the edges’.” A scroll moved 
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before the guardian, opening itself before her 
face and leaving both weapons in either hand. 

“Artemis?” Another hop, now leaving the 
egyptian to step along a thin wall, moving as if 
it was nothing but a bridge beneath her toes. 

“Yes, Artemis. A younger, thinner goddess? A 
huntress, accompanied by a boar.” Her scroll rolled 
itself up, floating back to her hip while the guardian 
rolled her shoulders, stretching aching muscles. 

Neith’s head tipped slightly, lips puckering to 
ponder the matter. Lighter than a feather, she leapt 
to a column nearby, bending one knee atop it’s 


collapsing top while the other hung off the edge. 


Suddenly her eyes lit up, mouth opening in a large ‘o’ 


shape. “| remember her! She was hiding behind you.” 


“Not hiding,” chided the goddess, pausing 
before a corridor, turning now to look up at 
the playful weaver. “Observing. We forced 
her out of the jungle to greet you.” 

“Forced her out of a... a what?” 


“Jungle, dense vegetation overcoming the 
The Official SMITE Magazine Issue #25 


buildings nearby, you can see them from there, yes?” 


Neith lifted her gaze to the houses 
nearby, shrubbery greeting her eyes. 

“The bushes?” Her head tilted, an index 
finger raising and pointing to nearby homes. 

The golden haired woman turned, dipping her 


head once in affirmation. “Yes, that. She is goddess 
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of the hunt, the wild, animals...” A list went on, 
naming her as several dozen things having to do 
with nature, and perhaps strangely enough, hunter. 
Neith frowned slightly, eyelids drooping as If bored, 
watching the so called jungle in detached interest. 

A deep bellow, almost familiar to the 
weaver, echoed in the distance, followed 
closely by a triumphant cry; 

“| got one!” 

Neith looked down to the guardian, but she 
seemed to have been gazing into the distance, 
stance attentive, spear lowered, shield held tightly 
in a white knuckled grip. All at once, as if alerted 
by whatever she saw, she dipped low, a strange 
circle forming around her, reminding the weaver 
of a sea foam developing around the goddess. 

“Reinforcements on the way!” 

It was suddenly echoing around the air, 
reverberating in it with a thunderous echo. 


Without warning, Just as the weaver seemed to 


have gotten a hold on what was happening, the 
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woman leapt into the air, becoming nothing but 
a beam of light into the clouds above. A second 
later, in the distance, the same light appeared, 
and a heavy ‘thunk’ echoed across the land. 

The weaver was left crouched in place, leg 
still hung lazily over the pillars edge. Bow held 
in her left hand, right still hovering beside the 
string In confusion. The gold tipped bangs of her 
hair swung gently in the aftershocks of the force, 
awakening her from the strange stupor that 
had held her in place for the minute before. 

“_..What? What! Hello?” 

Neith leapt down, slowing her fall as If 
she was only a feather in a gentle breeze. 

A soft set of mumbles left the goddess as 
her barefeet slapped against stone. 

“Oh, I'll be back Neith, just stay here!’ “ She 
leapt over a rock, keeping her bow in her left hand. 
Each step unraveled the world slightly, not as much 
as egypt, but enough to leave small white swirls 


of apparent string behind after each toe. “ ‘Thanks 
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for telling me, Athena! It’s so good to know!’ “ She 
began hopping along rocks once more, scaling a wall A ; 
in less than a minute with her light movements. : 
Atop the wall the sounds of steel against casted 
bronze. The weaver inhaled, right hand pulling back against the 
bowstring, and arrow skillfully woven into the notch with an articulate 
point. A moment passed, the weaver collecting her breath before she 
leapt off the wall, string pulled to her cheek. Already, she released 
it, aiming for the sound, a bad Idea, she knew for she could hit 
the goddesses Athena and Artemis, but instead she saw a... 
Crocodile? 
A crocodile, jaws open, slammed on to the woman's 
shield, as if to rip it off her hand, or to take both with 
it. Before him, Athena, spear lodged in the giants back, 
as if he felt nothing. Vines grabbed at his powerful feet, 
squirming and twisting to keep him still. Even when the 
arrow hit his flesh, it fell peacefully at his side, dripping 
in a water that continued to pool around him... 
“Sobek?!” 
The crocodile stopped, releasing the 
shield of Athena and turning one eye 
set on neither. He inhaled. 
“Mother?” 
“What are you doing here Sobek?!” 
“Why are you not in the waves of the world?!” 
The crocodile swirled around the weaver, confused, 
concerned, and just smiling. The two began to 
rattle off comment to comment between them, 
speaking on and on about what was happening. The 
weaver examined his scales, removing weapons 
and broken scales from his back while the crocodile 
spoke on and on about the issues in their home. 
The two greeks stood confused, huntress 
looking up to guardian and shrugging. “| guess 
that’s a successful hunt? | wonder what the 


other side's doin’ through all this.” 
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THE HISTORY OF SMITE 
ESPORTS: AN OVERVIEW OF 
SPL SEASON 1-3 


| n early 2013, the open beta of a brand new 


MOBA game was released. It was a game called 


SMITE, and it had the honor of challenging the newly- 


burgeoning genre by flipping the normally isometric 
camera angle to third-person and taking inspiration 
for playable characters from various mythologies 
and religions. At the time, no one knew if it would 
Survive: It sprung up in a period where games like 
League of Legends and DOTA 2 had an almost 
complete monopoly on the MOBA playerbase, and 
it seemed unlikely that SMITE would cause enough 
of a stir to carve out a place of its own to thrive. 

And now, over 3 years later, SMITE has done 
just that. As more and more MOBAs have attempted 
to replicate the success of the larger titles, SMITE 


has been able to hold its own fairly well and 
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has consistently held its ground in the top four 
MOBAs and even the top ten online games fairly 
well, which is no small feat. Of course, as a game 
like SMITE grows, the necessity for something 
more becomes larger, something that expands 
the culture beyond the game itself: eSports. 
There's no denying that eSports Is slowly 
shaping itself into a cornerstone of gaming 
culture, and it’s become an almost mandatory 
consideration for developers making large, popular 
online games, especially MOBAs. Now, I’m sure 
that not everyone was around during the infancy 
of SMITE eSports, so if you're one of those people, 
this article is to get you up to speed on all of the 
major eSports tournaments in SMITE’s history! 


Let’s take a trip back to the very beginning... 
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COGnitive Red were the team to beat in NA, taking 
first place in the first three North American SMITE 
tournaments hosted. Their main rival was similarly 
named COGnitive Gaming, who took a close second 
in these tournaments. Other notable teams were 
Team Dignitas and SNIPE Gaming, who eventually 
changed their name to the more familiar compLexity 
Gaming. On the other side of the pond in EU, the 
team known as Aquila took the first place title in their 
region's championships, with other European teams 
SK Gaming and Fnatic being notable contenders. 


Closing out Season 1 was the first ever SMITE 


World Championships in early 2015. For the first time 


The first notable SMITE tournament was held ever, qualifying teams from NA and EU were joined by 
to seemingly test the waters of competitive SMITE the newly-added regions of Latin America, Brazil, and 
play. Known as the “Curse of the Gods” tournament, China to make a total of eight teams, all competing 
this event hosted 21 teams who competed for for the title of the very first World Champions. The 
a small pool of $1000. As SMITE grew bigger, tournament was divided into two stages: a placement 
so did its eSports funding. The history of SMITE stage and a knockout stage. EU’s SK Gaming and 


eSports truly began in 2014, where the first notable NA‘s COGnitive Gaming both started out strong in 


hosted to honor the launch of SMITE to PC and hit in the knockout round to place fourth behind 

the end of the open beta. The tournament began “newcomer” team Titan (formerly Aquila) and 

in March, and the top four teams from both NA COGnitive Red, it was COGnitive Gaming who finally 
and EU competed for a $200,000 prize pool. The broke free from COGnitive Red’s shadow over the NA 
winner of the tournament was Team SoloMid, and r 
the TSM Apollo skin was made in their honor! 

The next major tournaments were the Regional 
Qualifiers and subsequent Regional Championships 
for both NA and EU, which marked the official 
beginning of the SMITE Pro League, or SPL for short. 
This is the point where SMITE eSports began to pick 
up steam as a legitimate eSports program. These 
tournaments were smaller, with only six teams hosted 
in each tournament as opposed to the eight teams 
of the Launch Tournament. Fun fact: none of the 


teams who participated in the NA Season 1 SPL are 
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N 
tournament - the SMITE Launch Tournament - was placements, and even though SK Gaming took a 
| 
| 
| 
| 
| 
| 
| 
; ae | 
currently active today! At this time, a team known as 
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region and became the first SMITE World Champions. 


The prize pool for the 2015 World Championships is 
known for being among the highest prize pools in 
eSports history, totalling a whopping $2.6 million. 
Season 2 of the SPL saw the rise of not one, not 
two, but a total of three major tournaments spread 
evenly throughout the year, known as the Spring, 
Summer, and Fall Splits. The Spring and Summer 
Splits each held their own Finals tournaments, 
where the top teams from each split would go and 
compete for the title and prize pool, with the Fall 
Split being a part of the qualifiers for the 2016 World 
Championships. During the Spring Split, Team 
SoloMid, the team that, after failing to qualify for 
Worlds in 2015 in EU and subsequently picking up the 
old roster of NA’s COGnitive Red, saw a resurgence 
in relevance and ended up taking first place, with 
newcomers AFK Gaming taking a close second. In 
EU, another new team, TRIG eSports, made up of 
various members of the disbanded EU Team SoloMid, 


took the crown, with Fnatic making a strong showing 


— i 
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with the former roster of SK Gaming and taking 
second. In the Spring Finals, NA showed superiority 
over EU teams, but it was AFK Gaming who turned 
the tables on Team SoloMid to take first place. 

The Summer Split saw a whole host of fresh new 
teams enter the arena, with the total number of teams 
in each region allowed to participate increased from 
six to eight. In NA, AFK Gaming and Team SoloMid 
found another rival in Cloud9, a new NA team who 
signed COGnitive Gaming's roster right out of their 
2015 World Championship win. These three teams 
were the top contenders of the Split, with AFK Gaming 
taking first in the end and Cloud? taking second. In 
Europe, the roster of TRIG eSports would be signed 
under the new name of Paradigm, and similarly to 
NA, EU was a battle between a trinity of powerful 
contenders: Paradigm, Fnatic, and Titan. However, 
we saw Titan with the win overall, although Paradigm 
and Fnatic were very close behind. The Summer 
Finals saw a redemption for Team SoloMid, taking 


first place over the second place Paradigm, with 
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AFK Gaming and Titan falling into third and fourth, 
respectively, after each of their wins In their regions. 
The Fall Split was the big one: the one where 

the top six teams from each region would qualify 
for the Regional Championships, which offered 

up spots in the SMITE World Championships for 
2016. NA saw AFK Gaming, rebranded as Team 
EnVyUS, take first place in the split and qualify for 
regionals, along with Cloud9, Team SoloMid, and 
newcomers Team Eager. In EU, the team known as 
Epsilon eSports would create a dominating 27-1 
record and take first place, with Fnatic and Paradigm 
placing in the top four and Titan falling behind in 
fifth place, just barely placing in the top six allowed 
to attend the EU Regional Championships. The 
Regional Championships in NA saw Cloud? and, 
unexpectedly, a team known as Enemy take victory 
over previously top contenders such as EnVyUs 
and Team SoloMid, and the EU Championship was 
awarded to Paradigm, with second place going to 
Epsilon. These four teams were granted spots in 
the 2016 World Championships along with Fnatic, 
who won the consequent wildcard tournament. 

And now we arrive at the very recent 2016 SMITE 
World Championships, taking place only a couple of 
months ago! The tournament followed a very similar 
format to the last World Championships, and also 
gave the Oceania region a slot for the first time. In 
addition to the five teams mentioned above, the 2016 
SWC hosted Oceania’s Avant Garde, Brazil's paiN 
Gaming, Latin America’s Isurus Gaming, and China's 
OMG and Qiao Gu Reapers. Unfortunately, however, 
none of these teams made it past the knockout 
stage. NA teams Epsilon and Enemy took the lead 
in the placement stage, and continued to show their 
strengths throughout the rest of the tournament, 
meeting each other in the final round. It was an 


unfortunate 0-3 loss for Enemy, which meant that 
The Official SMITE Magazine Issue #25 


SSS SSS 


after their dominating performance, Epsilon were 
proclaimed the 2016 SMITE World Champions. 
That leads us to Season 3! Currently, the SPL 


Spring Split is underway, with NA being a tight race for 
first between Enemy and newcomers SoaR Gaming, 
and EU showcasing an absolutely dominating run by 
Panthera, a rebranding of world champions Epsilon 
eSports. And that’s it! Hopefully, you’re now caught 

up on everything SMITE eSports. Don't forget to tune 
in every Thursday through Monday to check out the 
latest SPL games, and check out esports.smitegame. 


com for schedules and other breaking news! 


By Drew Martz 
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DUST SETTLES 


| n esports and traditional sports, teams 


By Zachary McFarland ~~~ 


make roster changes in the offseason in 

an attempt to better themselves for next year. 
The latest storm of roster changes in SMITE 
has been known as the Rosterpocalypse. 
During the Rosterpocalypse, almost every 
team made changes and not even those were 
set in stone. Teams disbanded, others formed 
and lasted for a week, players were getting 
kicked and team hopping like crazy. As the 
season wore on, roster changes have been less 
prevalent and teams are starting to settle. 

Starting at the halfway point of the Spring 
Split of the SMITE Pro League, roster locks are 


enabled, which means that once a person plays 


ona team, they are locked and cannot play for 
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another team for the rest of the split. This article 

is a look at the changes made from Season 2 to 
Season 3, if applicable, and the story of how the 
rosters morphed through the bye week at the 
middle of the Spring Split. The article will be split 
by region and then teams are categorized as either 
returning organizations, teams that kept their SPL 
Spot under a new name, or brand new teams to 
the SPL. The team rosters are organized In the 


following order: Solo, Jungle, Mid, Support, Hunter. 


NORTH AMERICA: 


Returning Teams 


Enemy: 


The chronically undervalued team, Enemy 
managed to go from the fifth seeded team in the 
North America Regional tournament to second 
place at the SMITE World Championship. Even 
after that success, the team split up. Saltmachine 
and Vetium left the team along with new 
jungler Masked, who replaced Adjust. Captain 
PainDeViande and Khaos stayed with the Enemy 
organization and brought on Pandacat as well as 
two SPL rookies in Marauder and Varizial Enemy 
are currently the top team in North America. 

Roster as of the end of the bye week: Marauder, 


Varizial, Khaos, PainDeViande, Pandacat 


Denial eSports: 
Denial absorbed the pieces of Enemy that left 


the brand. First, they picked up Adjust who did 
not show up to the relegation event. Denial fought 
for their SPL spot with ShadowQ, MaceToDaFace, 
Xenotronics, Whalrus, and substitute jungler 
BennyXD. Later, the last 3 were replaced with 


Vetium, Benj1 (Saltmachine] and Masked, 
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respectively. Masked took a temporary leave from 
the team and was replaced with Skeeledon before 
returning. In the middle of the split, MaceToDaFace 
decided to focus on real life and Xenotronics was 
brought back to the team. Denial has looked 
strong whenever Masked was on the squad. 
Roster as of the end of the bye week: Benji, 


Masked, Xenotronics, ShadowQ, Vetium. 


Team EnVyUs: 


Team EnVyUs was the most winning team 
in Season 2 and has gone through a lot of roster 
changes this season. First, they removed Incon and 
brought in Omega along with role swaps to match the 
team’s Xbox world champion composition. Allied soon 
retired from competitive play and MLCStealth was 
brought in. Weak3n was then kicked shortly before 
the season started, leaving coach Eonic to jungle 
for the team. Masked was brought on for a couple 


weeks to jungle until he left to rejoin Denial, allowing 


% 
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Eonic to rejoin Envy. The team then went through a 

four-person role swap in the bye week. Hopefully 

this change can breathe new light into the squad. 
Roster as of the end of the bye week: CycloneSpin, 

Omega, MLCStealth, Eonic, KikisoCheeky 


Rebranded Teams 


Luminosity Gaming: 
This team comes from the Season 2 Cloud9 


roster. The roster mayhem started when Andinster 
left to play with friends TheBoosh and Snoopy, 
followed by Baskin and Barraccudda to fill out the 
Wooney Toons roster. Baskin left and was replaced 
with JeffHindla. These players were picked up by 
Luminosity Gaming. In the bye week, Snoopy left the 
team and was replaced with ScaryD. Luminosity have 
been looking stronger coming out of the bye week. 
Roster as of the end of the bye week: ScaryD, 
Andinster, TheBoosh, JeffHindla, Barraccudda. 


. 
ge \ . 
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Team Eager: 
This can be a confusing story. This is not 


the Team Eager from Season 2, this is based 

on the Cognitive Gaming roster and makes use 

of the Cog SPL spot. The core of DJPernicus, 

TheBest, and Aror was picked up by Eager 

owner Zapman along with power player Divios. 

Zapman may be the best hunter in North America 

and his team has recently started to match. 
Roster as of the end of the bye week: 


Divios, DJPernicus, TheBest, Aror, Zapman. 


The Randozos: 

The Randozos are based on the Elevate squad 
from Season 2. Adur0 and ScaryD were able to keep 
the SPL spot. They brought on strong players Garz, 
PolarBearMike, and Meerkat. Garz was removed 
from the roster and replaced with Skeeledon 
at the start of the season. Skeeledon moved to 
Denial and Eonic jungled for the Randozos until 
musical junglers hit again, returning Masked to 
Denial and Skeeledon back to the Randozos. PBM 
decided he didn’t want to play on a low-end team 
and was replaced with Whalrus while ScaryD 
swapped to support. Lastly, ScaryD left in the 
bye week and was replaced with LeftSyndrome. 
The Randozos keep improving each set. 

Roster as of the end of the bye week: Whalrus, 


Skeeledon, Adur0, LeftSyndrome, Meerkat. 


New Teams 


SoaR Gaming: 
The SoaR Gaming organization picked 


up the Problem Solved roster after the all- 
star team secured themselves an SPL spot 
from relegations. The team was created when 


Baskin decided he wanted to play with his 
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friends, who are also top-tier SMITE players. Since 
forming, SoaR has not made roster changes and 
have found themselves a top NA SPL team. 

Roster as of the end of the bye week: 


Baskin, Homiefe, Hurriwind, Jigz, Metyankey 


Team Allegiance: 


This team is made up of a core of popular 
streamers and SPL talent. Originally called Team Flex, 
this roster saw legends meet up Lassiz, MattyPocket, 


and Incon all have large streams and Flex emotes. 


(34) The Official SMITE Magazine Issue #25 


The addition of DareToCare with Lassiz meant that 
Flex could take the SPL spot once held by Eager, 
but instead of the squad decided to fight through 
relegations for their spot. The team was joined by 
rookie hunter player Oceans. Allegiance made a 
3-man role swap and eventually cut DareToCare, 
inviting MrMakey to play. Allegiance are looking good 
as they are getting more comfortable in their roles. 
Roster as of the end of the bye week: 


MattyPocket, Lassiz, Incon, MrMakey, Oceans. 
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Returning Teams 


Paradigm: 
Paradigm was a team that formed for 


Season 2 and has not made any roster changes. 


The team secured themselves first place at 
the European Regionals event and top 4 at 
the SMITE World Championship. The team 


may be ina slump, but all players are winners 
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and have the potential to bounce back. 


Roster as of the end of the bye week: Xaliea, 


QvoFred, Lawbster, Trixtank, Funballer 


Fnatic: 

The core of Fnatic has been to every SMITE 
LAN for years. Realzx, Maniakk, and Zyrhoes 
stayed with the team through the offseason. 
Badgah and Captaintwig were released and 


replaced with ranked heroes BigManTingz and 


Jiffy, respectively. This split is a learning split for 
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Fnatic and their rookies to grow into the role. The 

Fnatic squad is not as strong as people thought 

they would be, but Realzx has always found a way. 
Roster as of the end of the bye week: 


Maniakk, Jiffy, Zyrhoes, BigManTingz, Realzx 


Team Dignitas: 
Team Dignitas ended Season 2 on a high note. 


They did not place very high, but showed they could 
compete with the rest. Variety and Frezzy left the team 
in the offseason and were replaced with questionable 
picks. TheDarkDodo was brought into the solo 
lane. He had disappointing play in Season 2 as one 
of the Myrmidons junglers. Longtime veteran and 
streamer Suntouch was also brought into the team 
to support. Dignitas was seen as one of the worst 
teams in the league before silencing the doubters 
and putting themselves in the top of the table. 

Roster as of the end of the 
bye week: TheDarkDodo, Frostiak, 
ShadowNightMare, SunTouch, iRens. 


Rebranded Teams 


Panthera: 

After winning the SWC, the players on 
Epsilon left their organization and again took 
on the mantle of Panthera. There were no 


roster changes on this team and they continue 
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to play leagues better than anyone else. 
Roster as of the end of the bye week: 


Dimi, Adapting, Yammym, iRaffer, Emilitoo 


Cringe Crew: 
Another team that left their organization, the 


boys on London Conspiracy now call their team 
Cringe Crew. After the departure of Cherryo in 
the offseason, Cringe Crew found a new jungler 
in Repikas, formally of Titan. During the split, 
solo laner Zashu received a year-long ban for 
general harassment. The team decided to pick up 
Axioz, a new player to the SPL. Cringe Crew are 
one of the European powerhouses, a top team 
and the only one currently to defeat Panthera. 
Roster as of the end of the bye week: 


Axioz, Repikas, Kero, Emilzy, Shaggyshenk. 


Hungry For More: 
Hungry For More are what Is left after Titan 


imploded. Ataraxia and PrettyPriMe had to form 
a new roster for the SPL. They picked up Variety 
and CaptainTwig from other SPL teams as well 
as Zindurn, who played with the Titan players in 
the past. In the bye week, Zindurn was moved 
to the coach role and Manalike was added. 
Manalike is the new name of Frezzy, who played 
with Variety last year. HFM started the season 
off slow but has been steadily improving. 

Roster as of the end of the bye week: Variety, 


CaptainTwig, PrettyPriMe, Manalike, Ataraxia 


New Teams 


Torpedo: 


The Torpedo crew were present in the SPL last 
year as TheNightsWatch, which then got relegated 


out before the Fall Split. The team got sponsored 
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by Torpedo and competed in the Challenger 
Cup, ending up as the second team and fighting 
their way back to the SPL. Between the seasons, 
Torpedo picked up Murrdurr, the new [and previous) 
name of KanyeLife. In the bye week, the side lines 
role swapped, with m0exX in the solo lane and 
Gamehunter returning to the hunter position. 
Roster as of the end of the bye week: m0exX, 


NinjaBobat, Korinyo, Murrdurr, Gamehunter 


Team Leftovers: 

Team Leftovers was formed after Badgah was 
independent of the Fnatic organization. Badgah 
brought together a couple SPL veterans anda 
couple rookies to form his team. In the bye week, 
the players of Cherryo and Jungler swapped 
roles. Cherryo is the new jungler while Jungler is 
the new mid laner. In the middle of the split, the 
Leftovers are leaving their mark in the SPL. 

Roster as of the end of the bye week: 

Nika, Cherryo, Jungler, Badgah, Arkkyl 


By Zachary McFarland 


The GameOn Magazine 


os 


SY 


pA 


N 
N 
— 
SA ANNN|HHING SSS SSS 


N 
N 


By Jesse “LuigiCat” Tefft ~~~ 


hrough five weeks of play, Enemy Esports 
Te. once again been able to exceed 
everyone's expectations. Before the spring split 
began, the team experienced a massive roster 
change with the departure of Vetium, Masked, Benj1 
(formerly SaltMachine], and coach Draylo. Both 
PainDeViande and Khaos stayed under the Enemy 
banner, and picked up Marauder and Varizial from 
Risky Behavior, along with Pandacat from NeilM. 
Analysts, including me, expected Enemy to be 
severely weakened after this roster change and be 
a middle of the road team. However, Enemy instead 
quickly became a top team and was first place 
heading into the halfway point of the spring split. 
Enemy’s team consists of support and team 
captain PainDeViande, solo laner Marauder, Varizial 


in the jungle, mid laner Khaos, and Pandacat in the 
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ADC role. PainDeViande has played phenomenally 
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so far this split and his aggressive shotcalling has ADC role has also been very consistent since being 
lead his team to victories against the top teams in brought after a good performance in relegations 
North America. Marauder was brought in as a solo against Team Flex, now known as Allegiance. 

laner from Risky Behavior and was a question mark Taking a look at Enemy's statistics as individuals, 


heading into the SPL. His performance in relegations it is interesting to note Pandacat has 


the highest KDA on the team at 


against SoaR’s solo laner Baskin seemed sub- 
2.2. Pandacat falls about halfway 
down on the KDA list this split, 


par, but Marauder has quelled 
these doubts and has become 
an integral part of Enemy, meaning that Enemy has no 
bullying out opposite solo true carry and that the team 
laners and not being caught performs so well due to excellent 
out by early ganks. Varizial teamplay and outperforms 
was a prominent ranked player opposition as a team, rather 
and participated in relegations than as individuals. A majority 
alongside Marauder on Risky of the team falls in the top half in 


Behavior, and has played consistently gold per minute, which shows Enemy is 


Ci 


this split. Khaos has improved In my eyes since farming efficiently in the early and mid-game. 

the Smite World Championship and has expanded Khaos Is eighth in the SPL in kills so far this split 

his godpool for the new season. Pandacat in the at 59, only one behind the next highest competitor. 
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Not so far behind him is Varizial at 57 kills, who is 
in the top fifteen in kills so far. Coincidently, three 
members of the team are in the top ten for most 
deaths worldwide in the spring split, and the rest of 
the team is in the top half in deaths. Despite having 
some of the most deaths, Enemy has been able to 
tough several games out and pick up clutch victories. 
Both Pandacat and Marauder fall in the top fifteen 
in experience per minute, with Pandacat being tied 
for sixth. This goes along with the idea that Enemy 
wins by out farming and outplaying as a team. 
Enemy has performed extremely well in the 
first half of the spring split, with a 10-4 record. The 
team was able to open up the season with a 2-0 
victory over a star-studded Luminosity and hasn't 
slowed down since. They later picked up another 2-0 
victory, this time against the Randozos in week two, 
and split 1-1 against Denial later that week. Enemy 
continued to dominate, taking 2-0 wins against both 
Allegiance and Envy, proving that Enemy is a team 


to beat in North America. The squad wouldn't lose 


The GameOn Magazine 


a series until week four against a rising Eager. Enemy 
was able to rebound and split a series with SoaR, who 
are considered one of the top teams in North America. 
Looking to the next half off the split, Enemy has several 
key series they have to perform well in if they want to 
stay in their top position. In week six Enemy faces off 
against a role-swapped Envy and needs to pick up at 
least a split in order to keep momentum for the weeks 
leading to Dreamhack. Later that day Enemy also 
faces SoaR Gaming and needs to take a game in order 
to keep SoaR In a second or third place spot. Week 
6 looks to be a determining factor for several North 
American teams. Enemy's next key matchup comes in 
week seven against a struggling Luminosity. Enemy 
needs to take the 2-0 victory as Luminosity has shown 
weakness throughout the spring split so far. In week 
nine, Enemy plays against the one team that took a 
series off of them, Eager. This will be one of the best 
series in the spring split and Enemy needs to win both 
games and show that they are the dominating team 
in North America. | believe that Enemy will make 
Dreamhack as the first seed coming out of North 
America, but may have a difficult time as only two 
members on the roster have played at a LAN before. It 
will be interesting to see if Pain can once again lead a 
team of ranked all-stars to victory at major LAN events. 
Overall, Enemy is a top team consisting of several 
“rookie” players that have dominated North America 
due to some of the best shotcalling in the world under 
PainDeViande, fantastic team-play, and the trust the 
team has built up together in sucha short time. The 
statistics so far show that Enemy wins games by out 
farming and win games as a team with no specific 
carry. Enemy will most likely continue their winning 
ways throughout the spring split and have a solid 


performance at Dreamhack over the summer. 


By Jesse “LuigiCat” Tefft 
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BEING ALLIED WITH ALLIED 


By Jacob “WordsWinWars” Russell ~~~ 
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f you have followed the SMITE esports at all 

| since Its inception in 2012, you have heard of 
Allied. Whether you know him as a support player 
from pre-launch tournaments, ADC for world-class 
teams (like Snipe, COGnitive, CompLexity, AFK and 
EnvyUs) or mid-laner for the 1st Annual Xbox World 
Championship team--you know he Is a great guy. This 
is especially apparent in his late-night livestreams 
(twitch.tv/alliied), where he constantly interacts with 
the chat, is grateful for donations and subscriptions, 
and lets viewers choose the music (no matter how 
ear-shattering). His girlfriend Michelle (Chelleastro) 
is also active in his chat. He also created a SMITE 
“fight club” for his subscribers to play SMITE on 
a serious level without some of the drawbacks of 


Ranked. After retiring from the professional scene in 
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February 2016, he became a caster for Hi-Rez. During 
his short time in the role, he received praise for his 
knowledge and ability to make the game interesting. 
Unfortunately, on April 16, Allied announced 
on Twitter that he had in fact been diagnosed with 
cancer after his gallbladder surgery. He also said 
that he will have information about his case on April 
22. With this heartbreaking news about someone 
who meant so much to them, the SMITE community 
took Allied under their wing. It all started with the 
GoFundMe being created on April 17 by Team EnvyUs 
manager Kevin Lim (CajunAsian], which now stands 
at close to $10,000. Paradigm’s Lydia streamed 
for 24 hours the following day, raising $9,000 CAD 
($7,000 USD). Another 24-hour livestream was done 
on April 23, hosted by EnvyUs and some members 
of Hi-Rez, and that collected over $51,000. Not only 
was a lot of money raised, but many sacrificed their 
hair/dignity for the cause. Allied announced on April 
26 that he was going to New York for his cancer 
treatments. On April 27, DMBrandon streamed 
for about 14 hours and raised a total of $18,119. 
Hi-Rez announced that their yearly charity event, 
the Spring Fling, would benefit Allied’s cancer 
treatments. After many pro players and community 
members did crazy challenges at donation goals, 


with Allied also making an appearance, 1,708 
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donors raised $71,223.82. Major donations during 
the event included HiRez donating $10,000 and Team 
EnvyUs donating $5,000. During the Spring Fling, 
#AlliedStrong was trending on Twitter. On May 1, 
Allied decided to get his head shaved before the 
chemotherapy took his hair, and DMBrandon got his 
shaved as well. The SMITE community has raised 
around $150,000 for Allied’s cancer treatments. 

On May 4, Allied informed the community that 
he has stage 4 cancer in his GE junction and that it 
iS spreading to his pancreas and liver. He is staying 
with his grandfather and is at Sloan Kettering 
Cancer Center in Manhattan, he is in great hands. 
You can keep up with this ongoing story by following 
Allied and Chelle on Twitter ((@Envy_Allied and (a 
Chelleastro]. As of May 13, Allied will be released 
from the hospital on May 19 and will begin streaming 
again soon after. Despite how bad you think the 
Smite community is when people BM in ranked or 
are hateful on Reddit, just know the community is 
doing this. On behalf of the Smite Magazine Staff, 
| would like to wish Allied the best of luck in his 
battle against cancer. | hope his family and friends 
continue to be with him and support him during 


this tough time for him and Chelle. #AlliedStrong 


By Jacob “WordsWinWars” Russell 
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Hey Chronos, I think 
I’m late for the 
match! 

What time do you 


tad 


Comic: Concept of Time by Gwendoline Martin 
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